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P QUICKSTART: You will find a brief “Quickstart” section on page 6. This explains how you can use the guide in an optimal way. 
DP UPDATE NOTICE: We have taken every step to ensure that the contents of this guide are correct at the time of going to press. 


However, subsequent updates to Breath of the Wild may contain adjustments, gameplay balancing, and even feature additions that 


cannot be anticipated at time of writing. 


FOREWORD 


ORD SNIA TH TERI EUS TELS DBI EAIERE 
UT IETEÍT IT EF SOME HDE ES, ELS 
EE BERNE SERBKLIELOILA A7 HF IAILK) 
lk, EOREBBOAWE HEUVEN EZDI EUD BIH PLE 
Ute ENE ARB RORIT, ALAT EEINE RER 
WREELT, EERBICHUILND, KESLICD NEL ACD, 
WBEBZIDLT, LAVA RUBEN ATIK 
EUSTETL fe, EORWEZIAILIË, ROM, ARDTEILI DE 
B TERMT IA PEERUTUEOD TTN, AAIDD 
TEDHRIENPUF AN RDENEK SITA TDId, BI 
(EREA REEL HRD SN Je Hlc, RBT AL {Ali £5 
WATB DIENS, HVEBRID HE DT Alc RENSE 
ED, ENDTRDONICËM IH THERE STHEILS Died 
KAMEEOTE RIED T To 


Tet TO WVAN EEZD) EUNSIED HIE, RME IT, JAE 
BTT KID AABOT RDD EETEDSONA IER 
HEL BREDE oh STE, KIL PDRUILEN Ke EABEL 
DARANUTUET, LONDE EUS BERIEGER DIE TE 
DT ENERENABNIE ID TTA, SHETIË, EBSDENS 
CIBER TIENEN TRED KIRK EN TUERD, A 
EANMLVEERU TIES, 


RROTEEESKEA ODD EEND, CD HEB TEEN 
SEMI, CNDBDEILIE, ELEATUKTEODR DENS 
ERITUSDT SEDENI CHESS DOHRFERELINERD 
TUEF, 


In re-examining the convention that Zelda games are played 
on a set path, we decided to implement a groundbreaking 
new play style that would allow players to go wherever 

and do whatever they want. This has been achieved for the 
first time in the history of the series in its newest edition, 
Breath of the Wild. In order to attain this goal, we spent 
most of the production time creating the game as we 
played it. 


The process of “creating while playing” went like this: first, 
we placed a countless number of “points” throughout the 
vast world of Breath of tbe Wild. Then, as we went through 
and actually played the game, we would make those “points 
larger, smaller, or move them around, incorporating the 
things that we felt, while playing deeper into the game 
itself. In truth, this production style is very similar to the 
method Miyamoto used in the very first The Legend of Zelda. 
Nonetheless, as games became 3D and people wanted more 
realism from game worlds, it became necessary to have a 
concrete “blueprint” of our game world from the very start 
of development. In essence, what became known as the 
quintessential Zelda experience, following a path set by the 
developers from start to finish, ended up being a product of 
the demands placed on the developers by that blueprint. 


n 


However, since this approach of creating a game while 
actually playing it means that the game continues to grow 
and evolve over time, it makes it very difficult to decide 
where to place the ending. Even now, after development 
has finished, 1 still get the feeling that there are so many 
things left that we didn't get a chance to achieve. Although 
this feeling isn't new to this particular work, for past games, 
it was more a feeling of disappointment. For this game, in 
contrast, it's more of a desire to keep evolving and growing. 
Lfeel like that's a big difference between this Zelda game 
and previous versions. 


I'm not sure what lies before us, but I'm positive that this 
feeling of wanting to keep on growing and changing will be 
a driving force for future Zelda games. I hope you'll keep 
your eye out for whatever comes next in Zelda. 


Eiji Aonuma 
Producer, The Legend of Zelda: Breath of the Wild 
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The Legend of Zelda: Breath of the Wild is a project that we 
started in an effort to completely re-imagine the conventions 
of The Legend of Zelda to commemorate the 25th anniversary 
of the series. 1 tried to imagine what that would look like: 

a new Legend of Zelda, utilizing new technology, new 
hardware, and new ways of playing that we had never done 
before. I contemplated this for a long time, and my staff and 
I spent day after day trying to come up with an answer, but 
for what seemed an age, we couldn't find one. 


When we went back to the essence of what it was that 
originally made The Legend of Zelda so much fun, we 
realized the answer was in the very first Zelda game: 
venturing through wide open fields, using your imagination 
and trying out different approaches in order to overcome 
problems. Was this the answer? Was this the essence of 
The Legend of Zelda? What if we tried making a game where 
there was a response to every single one of the player’s 
actions? What would we need in order to make that happen? 
After we started asking ourselves these questions, we came 
up with a vast variety of playstyles that served as the basis for 
everything that was implemented in the finished version of 
The Legend of Zelda: Breath of the Wild. 


Most of the natural phenomena that occur in the world of 
Breath of the Wild are based on physics, and they affect all 
forms of life that appear in the game. In addition, depending 
on the choices and actions of the player or the effects from 
the items that they use, there are various kinds of reactions 
that can occur. Due to the mass of possible combinations, we 
have on occasion observed things happen in the field that 
not even we, who created the game, could have imagined. 
For this reason, there is no one way to beat this game. In 
The Legend of Zelda: Breath of the Wild, the number of ways 
that you can tackle and solve any problem is limited only by 
your imagination. 


Unique characters, powerful enemies, and challenging puzzles 
that can only be found in world of The Legend of Zelda are 
waiting for you. This time, our hero Link uses an item called 
the Sheikah Slate to aid him in his adventures, but with 

this strategy guide by your side, [ hope that you too will be 
able to venture forth with confidence into the vast world of 
Hyrule and experience your own adventure to the fullest. 


Hidemaro Fujibayashi 
Director, The Legend of Zelda: Breath of the Wild 
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QUICKSTART MOWMOMOMWONKONG 


Breath of the Wild features a gigantic realm that you can explore at your leisure. After a brief introductory prologue, the full sandbox will be unlocked — a feature- 
packed, colorful world of outstanding scale and variety. 


In thís breathtaking environment, the game's narrative invites you to visit specific places and face set challenges. At any point in time, though, you can choose to 
go your own way. Opportunities to leave the main narrative path — either to roam freely or to attend to optional tasks — are quite literally everywhere. 


Whether you are looking for step-by-step assistance, or instead intend to complete the adventure with minimal assistance, you will find that this book offers alí 
the information you will need to support your playthrough. We have spared no expense to offer a primarily visual guide, where everything from puzzle solutions 
to prompts on where to go next can be absorbed with a simple glance at an annotated screenshot or map. 


In this brief section, we draw your attention to points of entry in this guide that might be of interest to you. 


GETTING 
_ STARTED 


PLAYTHROUGH 
GUIDANCE 


WALKTHROUGH 
CHAPTER 


This guide begins with a short PRIMER (sce page 8). Our WALKTHROUGH (see page 32) has been 

This opening chapter introduces all game concepts-of 5 designed to enhance your &xperience. If you wish, vou 
significance witb one essential objective inr mind: helping. can follow the main path that we recommend, honed over 
you to start the adventure with confidence: If vou are countless playthroughs. Alternatively, you can instead use 
a neweomer to The Legend of Zelda series, this should it as a handy source of reference should vou prefer to plot 
be your first port of call. Even long-time fans will learn a more personal course through the adventure. 

alot by reading this chapter, as Breath of the Wild has - 

a huge number of new features that set it apart from its. je A large map featuring key landmacks and points of 
predecessors. interest illustrates each region that vou visit during 
the main storyline. This is accompanied by a visual 
representation of the steps that vou follow to com- 
plete main quests, and a list of the various optional 
objectives that you might feasibly complete while in 
the area. Essentially, the maps that preface cach new 
atea-introduce the things that vou can do while in the 
region — a welcome heads-up for players who would 
like to play under their own steam where possible, but 
do not want to miss any important opportunities. 


P_Thisis followed by a waditional step-by-step walk- 
through where we detail how to overcome each chal- 
lenge during thar section of Link's journey. 
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3 SPECIFIC QUESTIONS 


REFERENCE CHAPTERS 


Whenever you have a question about a specific topic — shrines, items, enemies, 
optional quests — you have access-to a wealth of reference material in the 
chapters that follow the main walkthrough. 


You will also find-a comprehensive index-at the back of this book. Simply look 
for a key term to find a corresponding page reference, leading you straight to the 
answer you require. 


SHRINE-RELATED QUESTIONS 


p Our SHRINES CHAPTER (page 112) offers a comprehensive directory of 
all shrines, sorted by regions. We use annotated screenshots and descriptive 
captions to show you the way to each altar, plus advice on how to plunder all 
hidden treasures. 


SIDE-QUEST-RELATED QUESTIONS 


Our SIDE QUESTS CHAPTER (page 21á) explains how to find and dq 
complete-all 76 side quests in the-game. For ease of reference, we have sorted 
side quests by region, with maps detailing the positions of quest vendors and 
places you must visit in order to complete their objectives. 


ITEM-RELATED QUESTIONS 


p The INVENTORY CHAPTER (page 278) ís home to a full appraisal of all 
items, including where and how you can obtain them. If you are looking for 
better equipment or are in need of new cooking recipes to concoct decisive 
buffs, look no further. 


MONSTER-RELATED QUESTIONS 


This guide’s BESTIARY CHAPTER (page 300) details every enemy that you 4 
may encounter over the course of your journey. Each species is analyzed with a data 
sheet revealing HP habitats, drops, and other key pieces of information, along with 
essential combat strategies that will improve your performance against each foe, 


BONUS-RELATED QUESTIONS 


Our EXTRAS CHAPTER (page 324) covers optional activities, challenges, 
and secrets that are not listed in your Adventure Log = some of which contribute 
to your overall completion rate. 
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This introductory chapter offers a general presentation 

of all primary features and concepts of significance in: 
Breath of the Wild. As the adventure begins you are free, 
literally within seconds, to go where you want and do what 
vou please. While this freedom is hugely enjoyable, it also 
means that there are countless traps that lie in wait for the 
unwary player: surprisingly tough opponents, complex 
puzzles, and the many challenges inherent in navigating a 


vast and varied game world. 


Breaih of the Wild does not coddle players with regular 
tutorials, or miero-manage movement with waypoints that 
map journeys on a step-by-step basis. Instead, you learn by 
observing, by attempting actions that seem logical, and — 


perhaps most importantly of all — by failing. 


Is important to acquire a solid understanding of staple 
game features at an early stage in the story. If you would like 
to make a commanding start, digesting this Primer chapter 
will help vou to get to grips with exploration, combat, 
character progression, equipment and many other core 
systems. For those relishing the opportunity to test their 
mettle against this world with minimal assistance, the 
chapter is also suited for occasional reference whenever vou 


might like to learn more about a particular topic of interest. 


HE 
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PRIMER 
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The Legend of Zelda: Breath of the Wild places your character, Link, in a breathtaking open world, and leaves you free to explore it as you please. While a main 
storyline quest is always available, reasons and opportunities to venture off the beaten track are seemingly countless in number. 


The true joy of Breath of the Wild is that there is no right or wrong 
way to play. Some will choose to focus on advancing the story, 
while others may favor a more leisurely approach to completing 
critical missions in order to fully explore the lands of Hyrule. 


Broadly speaking, there are three primary pursuits: 

P_MAIN QUESTS (3) : These missions advance the main storyline and within the limits of Link's abilities for each stage in the storyline. As 
upon completion. They are selected automatically by default, meaning that a general rule, we strongly encourage you to complete as many of these 
their waypoints are displayed in priority on your map and mini-map. These secondary quests as you can. Not only will they offer valuable rewards, but 
markers are very helpful to locate your next destination, but you can't they will also enable you to see more of the wonders of Hyrule. 


expect to blindly follow them to complete objectives. Exploring each 
region on the way to your next destination is a large part of the challenge, 
where natural curiosity and a willingness to investigate the environment 
will enable you to find solutions on your own. Sometimes, you may not 
even receive a directional hint: certain main quest waypoints stay on the 
position of the quest giver. In such instances, you have no guidance other 
than the hints provided by the character in question to help you. It's up to 
you to decipher the meaning of their words and figure out what you are 
supposed to do next. 


P_ SIDE QUESTS (@5) & SHRINE QUESTS @): These 
assignments are generally shorter than main quests and involve a relatively 
simple objective — finding a specific item, revealing a hidden landmark, and 
so forth. Whenever you wish to complete one of these optional missions, 
be sure to select it in the Adventure Log menu: this will ensure that active 


waypoints on the map and mini-map point to relevant locations. In many bp FREE ROAMING: Even if you are not working on a quest there is still a 
cases, though, these waypoints will remain on the position of the quest lot that you can do in Breath of the Wild, such as exploring the spectacular 
vendor, making you directly responsible for figuring out what to do next. environments, gathering resources or improved equipment, discovering 
More often than not, optional missions do not involve intense combat, secret areas, participating in mini-games, and facing ambient enemies. 

but instead test your wits and observation skills. If a character requires an The world is alive with opportunities and rewards. Irrespective of the 

elixir to heal a relative, you must use the clues at your disposal to infer advantages that you'll gain by accumulating items, exploration is hugely 
which ingredients are required, and where these might be found. Our rewarding in its own right: charting the vast expanses and discovering 


Walkthrough chapter offers selections of optional quests that are feasible mesmerizing vistas can lead to many quietly profound moments. 
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|_You can also create a manual save file via the System menu. Make a habit | 
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| — DIFFICUIIY — || ng | 

| By modern gaming standards, Breath of the Wild is a relatively bard | | Breath of the Wild employs an autosave system that automatically | 

| game. There are few tutorials or prompts to introduce even basic} |_records your progress at regular intervals. This happens seamlessly | | 

| concepts and systems, waypoints deliberately offer limited visual | | (look for the #8 icon in the bottom-left corner of your screen) and | | B 
|_guidance, battles can seem brutal if you are unprepared, thé map you |_means that you are taken back to a position mere minutes — or even | | 

| explore is gigantic, and the potential pitfalls numerous. Itis, however, {| seconds — prior to the moment that you hit the Game Over screen. | 

\_never unfair or cruel — quite the contrary, in fact. Every moment of | | _ There are five such autosave slots, offering plenty of flexibility if you {| 

| failure teaches you something about how you could better approach a | \_would like to backtrack to an earlier point in time. 

| challenge or improve vour preparations. | | | 

| i 


attempt something dangerous. It is quick and painless, and will help 
you to avoid situations where you lose progress after a mistake or 
unanticipated difficulty spike in the rare instances when an autosave 
hasn't triggered for a while. You should note, though, that manual save 
CEE EEEN OEE EEEN 7} _ fanettonality wilt occasionally be suspended when you visit particular 


[oet SKIPPING-CUTSGENES === | Sa | 


|_Breath of the Wild offers frequent opportunities to venture off the | 
beaten track, with your exploration and accomplishments all being of {| 
|__direct benefit to Link and your overall completion rate. Roaming the | | 
| map ís something that we strongly encourage — but until you have | ; 
explored an area, you cannot be sure what lies ín storte. By saving 
regularly, vou will insure vourself against sudden and decidedly 
unfavorable developments. 


| 

| | 

| While most players will want to see every last story development, there —_ | 

| are instances (particularly when triggering an event multiple times, or | 

| while replayìng the game) where you may wish to avoid revisiting a | 
| 
| 
| 
| 
Ì 


cinematic sequence. To skip cutscenes, press €®. For important scenes, Eike rn 


|__you will sometimes need to press ® when the corresponding prompt 
| appears. You can also speed up conversations with characters by 


COMMANDS 


pressing ® every time they begin a new line of dialogue. 


COMMANDS 


The following table offers a handy recap of the main commands you will use throughout the adventure. 


DEFAULT CONTROLS SUMMARY 


Used for base movement hande to Snangale at menus. 


objects that | you are carrying, such as jars or rocks. 


| 

jn ; 
| Press to draw your ns idlected aal weapon. Hold to aim he release to a de weapon. Also aes to dire 
| 
| 


a to el on cured zee bom, oid to aim mand Bn and edn to shoot 


| | 

Pe EDA aA EEn oee A ONES IDG OeeReatan deet enn deed De. 

Hi Ï 

| @ | (©) Used to scontl ee amel camera haa to krin pages in menus. 

| + | En Used to select your current eeen (hold a direction and navigate allie items with ®). 

| | | Whistle to call joar horse haa Also used to navigate menus. 

En SE ed De 

Í ĳ | Used to interact with de environment and to ee acne in menus. During combat, press the button while holding a 

| LA] | (@) | shield to perfect-guard. Used to mount a horse; while mounted, spur the horse to make it increase speed. With a shield 

| | | | drawn and Link Airborne, tap! this button to shield-surf, 

| © | | Press to dee your current weapon or to put away ie gataglider. Hold w to sprint iii running. el dan to dal 

| | | selection ir in menus, and to cancel charged attacks or bow shots. 

{ | Î 

Ken Renee | 4 a Ì 
| | 
| DO | Prest to jang ne. on a solid surface Vie airborn, press 6 to use ete paraglider vile swimming, press to dab, | 
POOT ree EB ENEN. 4 
ko 

| 

Î 

Í 

kes 


sd 
an 
a) 

Kn 
® 


ress to activate gee currndy sleted rune. hce to deaarvate it. 


Ë Tap: to en align the camera in de den that Linki is houd Hold t to Soens (zing Link in ie de te on to a 
nearby target, and draw your shield out. Press multiple times to change targets when applicable. 


| Used to Dierouen. 


ea to use your spe item mary you receive early in te main n soie. En: 


© | 
[—) | ©) 2 Display t the je Sheikh Slate, where you can in change Ee with ne and a 
En 
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ON-SCREEN DISPLAY «7 


One second ín real life translates into one minute 
in the game world — so a full day/night cycle in 
Hyrule corresponds to 24 actual minutes. 


SHEIKAH SENSOR 

“At the beginning of the adventure, you will receive a 
Sheikah Slate, which gives you access to the in-game 
map. A little later in the adventure, a new function 
will be added: the Sheikah Sensor, which enables 
you to detect shrines nearby. This feature is 
represented by an antenna icon. Whenever a shrine 
is available in the current radius of the Sheikah Slate, 


HEARTS 
Hearts represent Link's health. The gauge is 
depleted every time he sustains damage, and you 
will hit the Game Over screen if it becomes fully 
empty. There are multiple methods to regain empty 
hearts, though the most common is to consume 
food. Starting with three hearts at the beginning of 
the game, you can increase your total permanently 


WEATHER 

The glowing icon represents the current weather, 
while the icons to the right offer the forecast for 
the coming hours. All icons slowly scroll to the left 


Dj 


by completing dungeons and (albeit more gradually) 
shrines, or temporarily by eating appropriate cooked 
dishes. Temporary hearts are displayed in yellow and 
disappear when you lose them. 


: LOADOUT 

This display reflects your current loadout. Press 
& in the corresponding direction to access a 
shortcut: left to equip your shield, right to draw 
your melee weapon, up to ready your rune, and 
down to whistle for your horse. To change your 
current selection of shortcuts, either hold & in 
the corresponding direction and choose a new 
one with ®, or visit the Inventory menu. 


let STAMINA WHEEL 

"© A green, circular bar will appear whenever you consume 
stamina while performing effortful actions such as 
sprinting or climbing. Once you curtail the activity, the 
gauge will refill automatically. If you fail to stop before 
the entire bar is exhausted, however, it will turn red 
and leave you unable to rely on stamina-fueled moves 
for several seconds until the gauge is fully restored. 
Worse still, if you run out of stamina while climbing 
or swimming, Link will lose his grip or drown. 


INTERACTIONS 

“= Objects or individuals that you can interact with 
in the game world using ® are highlighted by 
prompts such as “Talk” or “Activate” when you 
move within range. 


 MINI-MAP 

_This illustrates Link's immediate surroundings, 
including essential details such as waypoints, 
shrines, and assorted points of interactivity. See 
page 16 for details. 


as time passes by. The weather can have various 
practical gameplay consequences. For example, 
Link will slip and slide if you attempt to climb 

when it rains, and he can be struck by lightning 


the sensor will start glowing. The concentric circles 
light up when Link faces in the direction of the 
shrine; the better his alignment, the more circles 
glow. This enables you to locate shrines with a fairly 


high degree of precision, though you should note during thunderstorms. 
that the signal is three-dimensional, taking into 
account not just left and right, but also elevation. 10 TEMPERATURE 


temperature. If the meter enters the blue or red 
zones, you must consume appropriate food or 
elixirs, or to kit Link out with specific equipment 
that offers protection from cold or heat. 


NOISE INDICATOR 

Whenever Link performs an action, this gauge 
reflects the amount of noise he makes. The louder 
he is, the greater the amplitude of the soundwaves 
on this display. This tool can prove helpful during 
stealth sequences. Whenever enemies or hunt 
targets are nearby, make sure you remain unseen 
and try to keep noise to a minimum. Crouch- 
walking is a great way to move while remaining 
quiet, especially if you tilt ® very gently. In 
addition, certain foods and pieces of armor can 
increase your ability to remain silent. 


=> RUPEES —e 


Rupees are the primary currency in the 
Legend of Zelda universe. Your current total 
funds will appear briefly in the top-right 
corner of the screen whenever you collect 
rupees, though vou can also view a 
permanent tally of your wealth at the 
inventory menu. You need rupees to buy 
anything from a merchant. A rupee’s color 
determines its value: 


TIME OF DAY 
The current time of day plays an important role in 
the game. For example: 


P_ Various enemy types can only be encountered hen Te 
at night. BUPEE | VALUE 


b__Guards in outposts often sleep at some point 
after dusk, enabling you to either avoid conflict 
or plan sneak attacks if you visit in the evening. 


P_ Certain flora and fauna specimens can only be 
found during specific time windows. 


P_ Some optional quests and events are only 
available at night. 


The thermometer display represents the current 


NAVIGATION 


Navigation is one of the primary challenges in Breath of the Wild. Though 
basic commands and movements are easy to execute, navigating complex 
environments and planning efficient trips can prove a little more demanding. 
With practice, though, these skills will soon become second nature. The key 
consideration here is that you should feel comfortable with every command. 
If any of them seem unclear or unnatural to you, practice them regularly and 
carefully read the corresponding explanations on these pages. Any traversal- 


oriented feature of importance that you choose to disregard will, at one point 


or another, hinder your progress during your travels. 


JUMPING: You can jump by pressing €®. This enables you to vault over obstacles or 
gaps. To leap over greater distances, prepare a suitable run-up and sprint in advance. 
Falling from great heights will cause damage, so be careful when you move close to 
noteworthy drops. Once you obtain the paraglider in the opening section of the game, 
however, you can avoid the effects of rapid descents by floating to kill your momentum 
just before you hit the ground, 


BASIC MOVEMENT: Traveling from one destination to another on foot is extremely 
simple. You move Link around with © and control the camera with ®, While running, 
hold ® to sprint and reduce the overall duration of your journeys. Sprinting will gradually 
deplete your stamina bar. Stop sprinting and the gauge will refill gradually. If you deplete 
the entire bar, Link will be left out of breath and temporarily unable to reach top speed 
until ie has been fully replenished. 


SWIMMING: Link swims automacically when you tilt ©. Every movement he makes in 
deep water depletes a fraction of the stamina bar. If you cannot reach solid ground by the 
time the gauge ís fully empty, he drowns and you return to your previous position on dry 
land with one heart fewer than before. You can dash over a short distance by pressing 9, 
though this removes a more substantial chunk from the stamina bar. Dashing has multiple 
applications, such as reaching the shore more quickly, catching fish, or putting distance 
berween Link and an enemy. 
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CLIMBING BASICS: Link can scale virtually every single wall, cliff, and mountain 
available in the game, with the (common-sense) exception of perfectly smooth walls, 
typically found in shrines and ancient structures. To begin a climb, direct Link towards a 
solid, vertical surface. Use © to ascend, traverse to the left or right, or descend. Every 
movement you make while climbing will cake a toll on your stamina bar, so you must 
choose your route carefully. Employing ® to adjust the camera and plan ahead is a viral 
skill, as you will often need to find flat areas where you can take a break ro refill your 
stamina during long ascents, Link will lose his grip and fall once che stamina wheel is 
fully depleted. You can jump wich €® co reach a higher position quickly while climbing, 
bur this will burn up a large portion of your stamina instantly — making it a move best 
left for low-risk situations. 


DESCENT MOVES: To begin a descent from a standing position, head to the edge and 
press ® when the corresponding button prompt appears on your screen. While hanging, 
you can drop with ®, or back eject by holding © down and pressing €, causing Link 
to spring away from a surface. To grab a climbing position while in midair, simply move 
in its direction; you can do this easily once you have secured the paraglider. 
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ROUTE PLANNING: Before heading out on a long journey, make a habit of planning 
your route in advance. Following roads often presents a fast and direct path, buc this is 
also where you will encounter the most enemies, Venturing through more remote areas 
will generally involve climbing and assorted derours, bur will often lead to unexpected 
discoveries such as shrines. Whenever you espy elevated vantage points, it may be worth 
your while to climb up: standing on high ground gives you a better view of the region, 
and therefore enables you to adapt your journey based on what you observe. In the early 
hours of the adventure, though, your stamina will be very limited, so you can only climb 
for a short period of time, This means chat more strenuous ascents are only possible if 
they feature flat areas for much-needed rest stops. Link's capacity for exploration 
(especially climbing) improves as he acquires better equipment and attributes chroughout 
the adventure. 


OPTIMAL APPROACH: When you decide to attack an enemy outpost, use your 
navigational skills to get an edge. Study your surroundings to get a clear sense of 

what dangers lie ahead. Eliminating a sentry on a lookout wich an arrow headshot, 
for example, will prevent them from warning allies. Combat can be ruthlessly hard in 
Breath of the Wild, so advance preparation and creative thinking are vital skills, Watch 
out for situations that will enable you to avoid combat, or chat will tip the odds in your 
favor. For example: 


P Boulders on vantage points can be rolled down slopes to crush opponents below, 


P_A bomb chrown into the center of a close-formation pack of weak, 
might eliminate them all simulcaneously. 


arly-game enemies 


P Raiding outposts at night while all local forces are sleeping might enable you to 
5 HEP 6 ping mig) ) 
plunder certain rewards without once drawing a weapon. 
P Stealing weapons chat enemies have stowed in racks or left lying around may limit 
their offensive capabilities if a fight breaks out. 


FAST TRAVEL: Every time you activate a tower or a shrine, it will instantly become a 
new fast travel position. Simply open the Map menu, move the cursor to one of these 
positions, and press @ vo initiate the truncated journey. Given the gigancic size of 
Hyrule, this is an essential feature that you will come to use on a regular basis. Note that 
ancient tech labs, encountered a lietle later in the adventure, can also act as fast travel 
destinations, 


ALTITUDE MANAGEMENT: While using the paraglider, you can put it away to 
deliberately fall, then draw ic out again once you have reached the desired altitude. This 
trick is particularly handy if you are still high in the air with insufficient stamina to safely 
reach the ground: ler yourself fall, then activare the paraglider just before you land to avoid 
taking any damage. - 


PARAGLIDER: After you complete che main story objectives during the opening section 
of the game on the Grear Plateau, you will receive the paraglider, [his amazing tool 
enables you to glide over long distances when you jump from elevated positions such as 
towers and peaks, though the distances thar you can travel are limited by Links current 
stamina reserves. Press € while airborne to initiate flight, then adjust your direction and 
speed wich ©. This incredibly useful feature enables you to cross chasms and travel long 
distances much more quickly than you would on foot. Combined with che fast travel 
technique that gives you instant access to any tower that you have unlocked, this is one 
of the best ways to explore new regions. 


UPDRAFTS: Whenever you notice an upward gust of wind, you can use che paraglider 
to fly high in the air. Natural updrafts can be found in certain locations in Hyrule or 
inside shrines, but you can also utilize temporary updrafts chat appear above large Ares. 


INTS 


DF INTEREST 


Exploration is one of the most important activities in Breath of the Wild. The game world is quite astonishingly vast and features countless points of interest, 
characters to talk to, collectibles to acquire, and quests to complete. Scouring Hyrule for new experiences is utterly compelling, largely because your curiosity 
is so frequently rewarded. In this section, we describe the most important landmarks and features that you will discover during your travels. 


TOWERS: As a general rule, a tower should be your Arst destination whenever you visit 
a new region. Climbing them is a challenge in che early game, when your stamina is 
limited, bue this will become s are harder to beat 


than others, though, because of a heavy enemy presence, or due to environmental hazards 


less of a concern later on, Certain tow 


or obstacles that hinder your progressio. Reaching the top of a tower and interacting 
with its terminal will reveal che corresponding map portion, making navigation and 
exploration ín the area much easier. Towers have a second application thar is just as 
essential; once unlocked, they become fast travel positions, enabling you to warp to them 
whenever you please, As they are very val, you can subsequently glide to any point of 
interest wichin range (such as a local shrine), chen later warp back to the tower before 
floating off towards a new porential challenge in the vicinity. 


SHRINES: Most shrines are small but perfectly formed “dungeons,” challenging you to 
solve all sorts of physical or logical puzzles. Much like towers, shrines are high-prioricy targets 
in terms of exploration. Not only do they offer valuable rewards on completion (including 
spirit orbs — items thar you can trade in for additional hearts or stamina segments), but chey 
also turn inro fast travel posidons the moment you first interact wich them. As the game 
features over a hundred shrines, these gradually form a network that enables you to warp to 
virmually anywhere on de map. Nore thar certain shrines will not be immediately available: 
you may need to complete specific sbrine quests to make them appear. 


STABLES: Stables are smaller sertlements with one unique feature: they enable you 

to register any horse that you have tamed in the wild (see page 17). Once registered, a 
horse is available to you from any stable in Hyrule, even if you leave it in the middle of 
nowhere or at the opposite end of the world map. Conveniendy, a shrine can usually be 
found a short walk from each stable, making them excellent starting points whenever you 
are ready to make a foray into an uncharted region. 


ENEMY OUTPOSTS: You will encounter a great many outposts throughout the 
adventure, From rudimentary gatherings of enemies around a campfre, to elaborate 
bastions wich multiple lookout towers, these should never be raken lighely. Defeating che 
enemies guarding an outpost will reward you with the weapons they were wielding in 
addition to item drops that can be used for crafting purposes. Many outposts also feature 
ar least one treasure chest; occasionally, when accompanied by a purple hue, these can only 
be opened once all local troops have been eliminated. This does not mean that it is in your 
best interests co storm all outposts that you encounter, though. A hidden mechanic in the 
game gradually increases che level of your opponents as you defeat them — and so the more 
enemies you eliminare, the harder subsequent foes will be to beat. As a rule, it makes sense 
to prioritize only those outposts chat provide noteworthy rewards. 


VILLAGES: Breath of the Wild features a number of large villages where you will find 
assorted amenities including shops, quest vendors, cooking pots, and goddess stacues 
where you can trade spirit orbs for heart containers or stamina vessels. Take the time to 
speak to all characters that you encounter. Most of them will have something useful to 
tell you, particularly hints that will help you to unlock or complete a quest, 


GREAT FAIRY FOUNTAINS: Hidden in very specific locales chroughouc Hyrule, 
Great Fairy Fountains enable you to upgrade your pieces of armor in exchange for 
materials gathered in the wild. This is one of the most powerful ways to increase your 
resistance to damage. Eventually, you will enjoy unique benefits chat are triggered. when 
you wear complete sets of upgraded gear. 
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CAMPEFIRES & COOKING POTS: You will fre 


endly find campfires and cooking COLLECTIBLES: As you explore Hyrule you will regularly stumble across itens, 


pots during your travels, These are a regular feature in villages, stables, and enemy including assorted fruits and vegerables, insects, and pieces of equipment. Collectibles 

outposts, but also appear în the wild. You can sit by campfires to pass the time, which is such as these can be easily spotted over short-to-medium distances as they intermitrently 

important if you would like to wait until dawn or dusk, or to sit out inclement weather. emit a shining lighc. Whenever you see this glow, ìt means che item in question can be 

Cooking pots are campfires with the added functionality of enabling the preparation of picked up by pressing @ in close proximity — assuming you have an available slot in your 
i various foodstuffs and the brewing of elixirs, which are important whenever you explore inventory. 


new regions or undertake quests. Note that you can light a fire yourself if required. This 
such as hitting a fint with a metallic weapon, or by using 
a plume of smoke in the distance, this indicates the 

E likely presence of a character or point of interest near a corresponding campûre. 


can be achieved in many way 
a fire arrow. Whenever you noci 


POINTS OF INTERACTIVITY: During your travels, pou will happen upon dozens of SHOPS: There are several types of shop in Hyrule, each offering unique varieties of goods 


different points of interactiviey. These include characters you can speak to, treasure chests or services. In Breath of the Wild, you do not shop via menus: instead, you should stand 

that you can open, devices you can activate, and objects that you can manipulate to solve direcdly in front of a product youre interested in to buy it. General stores ( 

puzzles, Interacting with certain characters (such as villagers) may initiate sidequests. Feel various sorts of goods, including cooking materials and arrows. Armor shops ( sell 

free to trigger as many of these as you can. ‘There is no limit to how many quests you can outfits chat are unique from store to store. Dye shops (/ enable you to customize the 
have active at one time, and no obligation to complete them immediately. When you are appearance of your clothes and armor sers. Jewelries ) sell head armor pieces called 
ready to undertake a quest, select it from the list in the corresponding menu. Note that circlers. Inns ( offer an opportunity for Link to rest, regenerating hearts and providing 
characters who have an important message for you can often be identified by che presence further benefits if you opt for special services such as softer beds. In addition to traditional 
of a red exclamation mark next to their name. shops, you will regularly encounter wandering merchants wha sell a few goods and who will 


be happy to buy your surplus inventory items. 


== MAPS & MARKERS —=- 
MAIN MAP: You can access the main map at any time by pressing © 
(and (V/A if vou need to change tabs). Link's position is represented by 
“ triangular arrow that points ín the direction that be is facing (>). Once 
on the map screen, you can scroll with ©, zoom ip or out as required with 
@, and drop manual markers with ®. 


Each map region is initially obscured, with its borders clearly visible: to 

{reveal it, you must activate the terminal at the top of the local tower. This 

£__Cwill unlock a full topographical representation of the area. Borders edge always points north (note that vou can fix the mini-map to north regardless 

| between neighboring regions that have been revealed will disappear. Select of which direction. Link is facing via the options menu). All other icons that 

&__ any activated tower or shrine if you wish to fast travel to it: this will warp appear here are identical to those found on the main map. These disappear 

{youto the corresponding destination. after a brief loading break. once out of the mint-map’s boundaries — with the exception of your currently 
selected quest. waypoint, which will remain visible at all times. It will appear 

MINI-MAP: The mini-map shows a small portion of the main map that either on the miniemap itself if you are close, or will otherwise rest on its outer 

corresponds with your immediate surroundings. The “Nicon or the outer vim to indicate its approximate location over longer distances. 
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Plateau during the opening hours of the 
es. If you manage to move close to one of these by 
carefully crouch-walking during an approach from behind, you can then press ® vo mount 
it, Depending on its temperament, the horse may try to throw you off, and will ar least 
occasionally refuse to obey: in all such instances, soothe ir wich €: when the command is 
successful, pink particles will appear nexr to the animals head, representing, che fact thar it 
is getting more inclined to comply. Once your bond wich a mount reaches 100 (a value chat 
you can check ar stables), a horse will unfailingly respond to your instructions. 


Link 
Link's current horse 


Quest waypoint 


_Shrine (completed) 


MAP MARKERS: White observing the environment through your scope, you 
can manually drop “pins” with @. This feature is very helpful when employed 
on high vantage points such as towers or mountain peaks: from here, you can 
survey the entire region through vour scope and drop pins on any shrine or 
potential place of interest that you identify. You can also drop pins directiy on the 
map, though you are limited to a maximum of five at a time. Pins remain visible 
on your mind-map at all times, making them very welcome navigational tools. 
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RIDING HORSES: While riding a horse, steer wich ©. To increase your speed, rap (A) 
uatil pou reach the appropriate gait: from a walk, to a tror, to a canter, and from there 
to a full gallop. Riding ar top speed will consume one unit of the hors 


’s energy every 


time you exhort it ro greater effort (>). These segments will refill automatically after a 
few seconds, and horses wich a high stamina stat will have more available. If you fully 
deplete its energy reserves, your horse will slow down drastically and be temporarily 
incapable of faster speeds, so be sure to take this into account whenever possible. To slow 
down, tilt ©® backwards. Note that you can fight while riding a horse, and strafe or move 


backwards by holding @&. AE 
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REGISTERING HORSES: After you have tamed a horse, take it to a stable and 
register it by speaking to the manager 2. | + CAJ Once a horse is tegistered, it is officially 
yours and you can subsequently summon it from any stable. When registering or 
summoning one of your horses at a stable you can check ies artribures, which are 
represented by stars; the more of these you see, the better the stat. As a rule, speed and 
stamina are the most important characteristics, as they determine the horse's primary 
function: faster navigation. If you notice thar a freshly recruited horse has poor stats, 


consider releasing ie back into the wild before beginning a new search for a better mount. 
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* Shop icons only appear on the in-game map at the maximum zoom level. Í 


By contrast, “stamaps” can only be dropped and consulted on the main 
map. They are primarily meant to be used as references or reminders. The 
fact that they do not appear on the mini-map limits their effectiveness in 
terms of navigational support. 
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COMBAT 


Fighting adversaries can be one of the most demanding challenges 
in Breath of the Wild, While early encounters may seem trivial, 
you will soon face opponents who can deplete most, if not all, of 
your hearts with a single bone-crunching blow. It is important to 
understand that combat in Breath of the Wild is highly strategic. 
Despite the game's focus on action, you cannot simply rush 
to engage assailants (or, worse, groups of hostiles) without 
running a high risk of failure. Instead, you must carefully 
consider your approach to each skirmish in advance, and 
prioritize defensive and counterattacking techniques once 
Link is engaged in a melee. 


COMBAT INITIATIVE 


halia 


STEALTH: By default, enemies are not automatically aware of your presence. As long 

as this is the case, you can observe them and plan your actions accordingly. To stay 
incognito, you must remain both silent (keeping soundwaves on your noise indicator to 
a minimum) and our of sight. To avoid making any noise, walk by dilting © gendy or, 
even berrer, crouch-walk by pressing Ö. Where possible, use the environment: crouching 
in tall grass, for example, enables you to move fairly close to monsters without being 
derected. If chere is a way to ìncapacitate or weaken opponents prior to an open braw], 
always consider such opportunities before you draw your sword and charge. Naturally, 
eventualities where you can quíecly eliminate individual adversaries without alerting cheir 
cohorts are always worthwhile. 


SNEAKSTRIKE: Whenever you manage to stand right behind an enemy (generally by 
erouch-walking into position wich ©), you can unleash a powerful blow known as a 
sneakstrike: press @ when the corresponding prompt appears on-screen. This deals 
massive damage that will often take down the target instantly, or at least weaken it 
severely. If you raid an outpost at night when all guards are sleeping, you can actually use 
this method zo paiently clear the camp without ever engaging more than a single foe. 


ENEMY DETECTION 
routine. Sentries on lookout towers, for example, will survey the environment; guards on 


z When not in combat mode, enemies will follow a general 


patrol will focus theír vigilance on their specific routes. If an enemy should hear or spor 
you from a distance, a question mark will appear above their head. Should you persist 
with noisy activities or impertinent displays of brazen visibility, the question mark will 
gradually fill with red. Once full, a yellow exclamation mark will appear, signifying char 
you have been detected. Ar this stage, all nearby forces will enter combat mode and start 
tracking you down. The moment you notice a question mark, crouch if you were noisy, 
or hide behind a solid surface if you were within a foe's field of viston. If you bide 
successfully, your enemies will soon lose interest and return to cheir routine. Whenever 
you are derected, pay attention to the tone and tempo of the background music. Should 
you choose a hiding sport thar limits your abiliey to survey the area, a return to che ambient 


soundtrack will be your cue to — carefully! — emerge from your refuge and resume your 
infiltration. 


BOW OPENINGS: You can turn certain battles to your advantage through creative use 
of your bow, Fire arrows (or standard arrows thar you ser ablaze by bringing chem into 
contact with fire) will cause explosive barrels to detonate. Alrernatively, arrow shots can 
be used to sever ropes, perhaps causing a lantern to fall to the floor and causing nearby 
explosive barrels to detonate. Arrows can also be used to strike a solid surface close to 
enemies. These distractions offer a window of opportunity to approach opponents from 
behind and take them down with a sneakstrike. 


ZELDA 
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The ability to avoid injuries with astute use of defensive abilities is a critical skill. Enemies tend to inflict massive damage when their blows land, so instances 

where you can safely engage opponents with unfettered aggression are uncommon. Key defensive techniques act as a gateway to the best attacking opportunities, 
as evasive maneuvers and parries set up prime opportunities to quickly defeat your foes in open conflict. We strongly suggest that you take the time to practice all î 
of the commands described here with comparatively weak early-game creatures to acquire a working familiarity of each technique. These training exercises will be { _“anktuRoror 


of huge benefit during later encounters, where timing windows are tighter and enemies may possess intimidating strength. 


BLOCKING: You can block enemy assaults by holding (68 while equipped wich a shield. 
As long as you keep holding the button, all but the most powerful artacks will be 
deflected. Fach hit will remove a portion of a shield’s limited durability. ‘The game will 
warn you when a piece is abour to break, and ies icon will flash in red in the inventory. 
Once durabilicy is fully depleted, the shield will shatter and you must equip another. 
Hold “®& and make your selection with ©® if you have one stowed away for immediate use. 


SPRINTING: If you feel unprepared to defend against an incoming attack, elementary 


sprinting is often an effective solucion, This is a reliable method to evade fast ranged arcacks 
such as laser beams, or to move out of harms way with area-of-effect assaults employed by 
large enemies (and, ideally, get into position to flank them and inflict damage). Turning tail 
and fleeing ís also, naturally, che best recourse if you feel that you cannot win che current 
baccle, or simply do not wish to engage an irrelevant group of adversaries. 
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CROWD MANAGEMENT: Your ability to defend is determined by your capacity not only 
to dodge, block, and perfect-guard, bur also ro keep track of all enemies, You will often face 
large groups of faes where attacks, including, fasc-moving, projectiles, can potenially arrive 
from any direetian. Make good use of ® to monitor opponents in the surrounding vicinity, 
making a mental note of which opponents are weakened or could pose a grave threar. 
Whenever you fac 
environmental obstruction te your advantage, avoiding scenarios where you are completely 
surrounded or trapped in a corner, It is also, where passible, prudent to focus on eliminating 
foes one at a time, If you injure the combatanss of a surrounding mob ín a scattershot 
fashion, you will noe reduce their combined damage-dealing potencial — chrus running the 
risk of protracted and unnecessarily dangerous fighes. 


several assailants at once, it usually pays to keep moving and to use any 
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STRAFING & DODGING: Another very effective way to avoid incoming enemy 

attacks is to dodge them. To do so, hold B, which wilt enable you to strafe. Wbile in Í 
this stance, jump either larerally to perform a side hop, or backward to perform a 
backflip. These moves will are useful noe only to evade assaults, but also to rapidly move 
Link to a more advantageous position. If you are unsure of the timing or range of an 
imminent enemy assault, preemprtive dodging is often the safest way to avoid injury, IF 
executed a fraction of a second before an enemy attack connects (a fear called a “perfect 
dodge”), these moves trigger a slow-motion interval known as “flurcy rush,” where you 
can deal multiple counterattacks with total impunity — see overleaf for details. 


PERFECT GUARD: Perfect-guarding is che act of proactively deflecting an incoming blow. 
‘This is achieved by holding, your shield aloft wich [zu | and pressing LA] precisely as the enemy 
attack is about to hie you, Both a defensive and offensive command, perfeet-guarding ís the 
only way to block certain powerful assaults withour taking damage. It becomes gradually 
more important as you make progress in the adventure, giving you opportunities to follow 
up with deadly counters or even to deflect laser heams back to their sender. 


RESTORING HEARTS: When Link has only one heart left, he will be highlighted by a 
flashing red hue to indicate thar he is on che brink of collapse, The most practical way to 
restore his health is vo consume food wich healing properties: this can be achieved from the 
inventory menu at any time, All tems in chis category are clearly marked with a heart 
symbol, As a rule, raw ingredients offer limited health benefies, but this can be improved by 
cooking them in advance. Colleeting small fairies during your travels will provide the boon 
of automatically restoring five hearts when Link is poised to keel over and stay down, 
forestalling a viste co the Game Over screen. During exploration, bathing in hort springs will 
gradually refill che endre gauge, while completing shrines and securing new heart containers 
will instantly vegeneratc all hearts, 
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Defeating enemies is often a highly tactical process in Breath of the Wild, and mashing buttons will only get you so far. Trying to perform guileless extended 
combos will generally fail miserably: instead, you must make your attacks count. The best results will only be achieved by setting up counter opportunities, 
then unleashing brief but lethal assaults with your most powerful weapons. 


LOCK ON/FOCUS: You can lock on to a target thar you are currently facing by 
holding @8. Locking on enables you to keep track of, and focus all your efforts on, one 
foe at a time. This will negate the need for constant directional adjustmencs and will 
simplifr the process of thinning enemy numbers whenever you fight groups. A locked-on 
target will be clearly marked by a red downward arrow hovering overhead. 


CHARGED ATTACKS: Hold CP to initiate a charged attack. The blow will be unleashed 
when you release the button. The process of powering up will empty your stamina gauge at 
a rapid pace: once it is fully depleted, the attack will be triggered even if you continue to 
hold. You can cancel che charge process by pressing ® vo regain control of Link or to 
preserve a weapon’s durabiliey. The narure of a charged attack will depend on the weapon 
you wield. Wich one-handed weapons you perform a swirling, 360° blow that will hir all 
targets surtounding Link, With rwo-handed weapons, Link will start spinning, biting 
nearby targets multiple times, and unleash a final blow chat will strike the ground: this will 
cause a shockwave that can hit multiple enemies, also reducing the weapon's durabiliey. 


FLURRY RUSH: If you initiate a dodge (hold @8 and jump either sideways or backward) 
a fraction of a second before an incoming blow strikes Link, you will rigger a flurry rush. 
‘Thús ís essencially a slow-motion time window during which you can unleash multiple 
attacks in a row with impunity. Mastering the timing of chìs move is absolutely essencúal: 
itis pivotal to your success in many of the more difficult battles, particularly tough 
bosses, Even if you struggle initially, be patient and persevere: practicing against weak 
foes will teach you the basic principles, which you can then adjust in accordance with the 
attack patterns of different opponents. By the time you leave the Great Plateau, you 
should aim to feel torally comfortable with this scaple ability. 


MELEE ATTACKS & COMBOS: Srandard attacks are performed by pressing 0 
Each button press leads to a unique attack, chough you can also tap in rapid succession 


to perform combos. Mindlessty pressing the attack button will only enable you to defeat 
the weakest of enemies. It is vital chat you pick up more advanced techniques carly in 
the adventure to stand a chance against stronger foes. 


JUMP SLASH: If you press the attack button while airborne and sufficiently high above 
the ground, Link will dive down and slam the ground, causing a shockwave with an 
intensity proportionate to che total distance of the descent. A target directly within range 
of Link's strike will be hít by che attack itself, and then a second time by the shockwave. 
Though rarely feasible (or, for that mater, practical) during open conflict, this can be a 
powerful way to initiate a battle — you can even do so while gliding above enemy 
positions, 


PERFECT GUARD: Much like the flurry rush, perfect guarding (press © while holding 
your shield aloft wich @8) is a critical move thar you should quickly incorporate into your 
repertoire, It will enable you to deflect an incoming melee attack and, more importantly, 
to temporarily sragger your target. You can then follow up with a full combo, dealing 
massive damage, This ís an indispensable technique against powerful bosses and 
sub-bosses. It is also employed to block and redirect laser beams emitted by Guardians. 
‘The timing window to successfully perform a perfect guard is tight, but it's definicely 
worthwhile to train as much as you can. Once you become accomplished in the use of 
thís indispensable ability, some otherwise astonishingly hard battles can become almost 
routine by comparison. 


BOW ATTACKS: To shoot an arrow, hold 4 
to hit distant target 
compensate for the rise and fall of the arrow 


aim, and then release. When atremprting 
into account: aim above your target to 
trajectory. The more distant the target, the 
higher you need to aim. As you might expect, headshots will deal increased (critical) 
damage. To revert to your shield or melee weapon after hiring an arrow, pres B. If you 
usc 


s, take the effect of gravì 


your bow while airborne (whether jumping from a cliff or gliding over an updraft), 


a slow-motìon effect will be activated, enabling you to align your shot with greater 
precision. This will deplete your stamina very rapidly, though, so be quick to make the 


opportunity count. Where relev; 
use the paraglider to break your fall before you hir the ground. 


ant, you should ensure that you save enough stamina to 


DAMAGE CALCULATION & WEAPON CATEGORIES: By default, your attacks 
will deplete the target's HP (health points) by an amount thar corresponds to your 
weapon's power value, A sword with a power of 10, therefore, will remove 10 HP from 
the victim's health bar. A piece of armor that you will obtain later in the adventure reveals 
the exact health point total for each opponent you fight. As a rule, one-handed weapons 
do not offer noteworthy raw power, but instead provide alternative benefits. Norably, 
they enable you to wield your shield simultaneously, making it easy to switch to a 
defensive stance on the fly: their increased attack rate is also significant. Conversely, 
two-handed weapons are slower and incompatible with shield usage (you must sheathe 
your blade with © before you can block), but they are unparalleled ín terms of brute 
force, range, and the sheer destructive potential of their devastating charged attacks. 


ITEM DROPS AND OUTPOST CHESTS: Every enemy chat you defeat will yield at 
least one item, and sometimes more. Generally speaking, the stronger the adversary, the 
more valuable the rewards will be. Monster parts can be cooked with insecss and other 
small animals to create powerful elixirs, Armed foes will also drop their current equipment 
when they collapse. If vou notice that a hostile is carrying, a noteworthy sword, for example, 
it will probably be worth your while to pick a fight. In addition to enemy-specific loot, 
most enemy outposts feature at least one treasure chess, in which you will often find a 
gemstone or piece of gear. Chests that emít a purple glow can only be opened once you 
have defeated all local troops; when the final associated enemy falls, the light will turn 
yellow, 


THROWING WEAPONS: You can throw any melee weapon by holding and then 
releasing EB. Thrown weapons inflict critical damage on any target they strike, making, 
this a potentially devastating form of attack. Boomerangs are particularly noteworthy in 
this respect; after you throw them via the method described here, you can catch them on 
their recurn flight wich @. As long as you astutely pick targets in the open, and ensure 
thar there is a low risk of the boomerang hitting a solid obstacle during Aight, they offer 
the luxury of enhanced, repeatable long-range damage. 


SWITCHING WEAPONS & SHORTCUTS: You have access 1o two sets of combat 
gear during, battle — your weapons and shields wich B. and your bow and arrows with 
ER. You can swiech between these two “modes” 
without opening the menu, hold $ in the relevant direction (left for your sh 
arrows, righe for your melee weapons or bows), 


any time. fo change your equipment 
ields or 


ENEMY EVOLUTION & RESPAWNS: It's not immediately apparent, but there are 
consequences for defeating enemies. As you take down more and more foes, you will 
trigger the appearance of upgraded versions of the same archetypes. These can be 
identified by cheir colors, which are, in increasing order of difficulty; red, blue, black, 
white, silver. So: while killing adversaries will lead to immediate rewards, ic will also 


gradually trigger the appearance of harder opponents. 


Every full moon triggers the Blood Moon phenomenon, causing all defeated antagonists 
to respawn. This means that no matter how hard you try, you cannot rid che world of 
monsters: those that you kill will eventually be revived, 


B 


ES( 


There are many different types of resources in Breath of the Wild, most of which serve to make Link more powerful or adaptable by gradual increments — and 


even those that don’t can be sold, funding useful or important purchases. 


COMBAT ITEMS: Link can only expand his arsenal in the wild — weapons, bows, and 

shields are not available ìn shops. ‘The primary method of acquisition is by appropriatng 
them from defeated enemies, though you can also find equipment lying on the ground in 
many outposts. More val 
chu 


able combat items can be obtained from high-value treasure 


found in areas suc 


s‚ usualh mazes, or forgotten ruins. All weapons, 


bows, and shields have limited durability. They will be damaged after a certain. 
uses (at whi 


h point their icon will start flashing red), and ultimately break. Some items 
F 5 Ĳ 

verage durability, which is indicated by tbe GP icon next to their image. 
‘There are other such bonuses, for example increasing a weapon's strength or cricical rate. 


enjay above 


When you are abour to pick up a weapon, you can tell if its acrack value is higher (@), 
lower (), or equal (GB) co your current one. However its only by actually collecting 
it chat you will ind our about any special boon it might offer. 


ARMOR: Link's armor derermines how well he resists damage. This is represented by 
the numerical defense value of a germent là: on The higher Link's armor-induced 
defense scat is, the less damage he will vake 
ävailable in armor shops found throughout Hyrule. Certain valuable pieces can also be 
secured in treasure chests hidden in sp 


rom enemy attacks. Armor is primarily 


hrines. Many outfits provide bonus 


addition ta their defense attribute, such as resistance to an element ar inc 
speed, making them even more precious. 


SMALL ANIMALS: You'll encounter numerous insects and lizards during vaur travels, 
‘To eatch them, you must be in close proximity, which is most easily achieved by 

approe uch-walking &. ), As long as you remaìn în this stance, you 
will be virtually invisible to them. Sprinting to autpace them is also an aption, You do 
not need to attack these creatures: simply press @9 co collect them, as pou would a plant, 


hing quietly by 


ber of 


ARROWS: Arrows can be dropped by defeated enemies, particularly archers; you can also 
retrieve those that miss their target from your surroundings before you move on after a 
fighe. The 


general stores. Arrows have countess applications: sitently eliminating sentries, deconating 


can also be found in treasure chests, or purchased from cerrain merchants and 


explosives, cutting, ropes, activating switches from range and — of course — 

opponents from a safe distance. It therefore makes sense to mainvain a large stock of these 
projectiles ac all i 
in bundles, be sure to do so: the nominal rupee investment is well worth ic. Elemental 
arrows are even more val 
make them deadly in battle 
damage, and most foes will be stunned by shoek arrows. They also have a wid: 


times. Whenever you have an opportu rchase some, particularly 


able than their standard counterparts. Their magical properties 


for instance, enemies frozen by ice arrows will take higher 
: varieey of 


applications when you need to solve puzzles or interact wich your environmen 


an shatter destructible rocks, and so forth. 


can light lanterns, bomb arro: 


PLAN 
they are alt ripe for harvest. When these collectibles are our of reach, think creacively: 


S: Many varieties of fruit, vegerables, and Bawers are found in the wild, and 


Breath of the Wild allows for multiple solutions and rewards experimentation, To pic 
SEE growing on hi 
and then hit the crunk with a we eapon to make the fruir drop. Alrernatively, you could cut 


ì branches, for example, you could climb to che rop of the tree, 


ie tree with an axe, and then strike it again to obtain a bundle of wood. Or, you might 
simply hit an apple with an arrow and retrieve it from where it lands; the list goes on… 


LARGE ANIMALS: Hunting larger animals requires 


generally weak and non-hostile, An arraw i 
as foxes and birds, though the more resilient creatures may require a iele more effort. 


yau to defeat them, ‘They are 


sufficient for the smaller specimens, such 


To sneak up on an animal, erouch-walk until you are behind them, Hunting animals will 
provide you with pieces of mear that offer strong healing properties, especially when 
cooked in advance, 


FISH: You can catch fish, though they are elusive targets. Either dash to outpace them in 
the water, or hit them if they are within range. A bomb can be a crude bur effective way 


to prepare them for collection. As wich meat obtained from animals, fish is used co 


regenerare Link's hearts, 


RUPEES: Rupees are the primary currency in the Legend of Zelda universe. You 
need fupees in order to buy wares from 4 merc: 


ant, ‘The color of a rupee collectible 

ve, red is worth 20, purple 
is worch 50, silver is worth 100, and gold is worth 300. Rupees can occasionally be 
obtained as collectibles, either when dropped by cercain enemies or found inside treasure 
[he primary method of accumulating sign 
that you de not need ta shopkeepers. 


determines its values green is worth one rupee, blue is worth 


chests. 


ant Funds, though, is to sell items 


KOROK SEEDS: Korok seeds are special items chat you a 
Koruk. These creatures are hidden everywhere in Hyrule, ypi 
attract your attention — for example, under a rock with a distinct placement that catches 


finda 


hat will 


zain every time ye 


in positions £ 


the eye at the top of a mountain peak, Essentially, whenever you nocice something unusual 


in the environment, such as rocks aligned in a specifie pattern, or water lilies forming a 
elrele, you can be almost certain chit a Korok awaits, In the two prior examples, you 
might solve the puazles by adding a rock missing in the pattern, or by jumping from a 
nearby cliff to land inside the warer lily circle, If you intuit and perform the correct 


different configurations, and it is up t 


action, the seed will be yours. There are ma 
you to make sense of each of 


y off: a few 
your Korok 


ese puzzles. Taking the time te do so will pa 


hours into the advencure, you will encounter a character who will exchange 


seeds for additional equipment slots In your inventory. 


De - " ader 


pd BReEAT! 


MONSTER PARTS: ‘These are the most common materials dropped by monsters 
when you defeat them. Of lierle value by themselves, they can be combined wich lizards 
s to create elixirs with potent effects. 


and ins 


s in cooking recip 


FAIRIES: Fairies are rare and precious creatures, They can be encountered in select 

locations, most commonly around Great Fairy Fountains. You will occasionally trigger 
by cutting tall grass; a charged one-handed sword attack wor 
welt for this purpose. To cacch one, proceed exactly as with insects: 


rouch-walk until 


you are within range to colleet them, or sprint to outpace them, Once in your inventory, 
a fairy will automatically restore five of your hearts should your health be completely 
depleted, Their abiliey to bring Link back from the brink of death makes them 
extraordinarily valuable during; the more challenging chapters of the advencure, but 

they can also be used as a cooking ingredient. 


GEMSTONES: The items with the best resale valae tend to be geimstones such as atmber 
and topaz. These can be farmed by destroying the ore deposits that jut our from cliffs 
and mountains, This can be achieved easily with heavy weapons such as sledgehammers, 


or with botmbs. IF you diligently collect all the gees chat you find you'll never be short of 
a rupee ot two when you need to make important purchases, 


Cooking is an essential feature of the 
adventure. Not only can cooked dishes 
offer powerful healing properties, they 
also provide additional effects with all 
sorts of applications. 


COOKING POTS: The first component you!ll need for cooking is a pot. These are 
found in many locations across Hyrule, but particularly in villages, outposts, and camps 
discovered in the wilderness. They cannot be moved or collected, so you must make use of 
them wherever you And chem. Whenever you pass them, take the time to double-check 
your inventory to ensure that you have sufficient meals and elixirs to see you through to 
the end of your next objective; if not, a brief stop will enable you to resupply — assuming 
that you have the required materials in your inventory, of course (see page 296 for more 
details). 


THE COOKING PROCESS: Assuming you have a cooking pot at the ready, select 2 
material from your inventory, then choose the Hold option to transfer it to Link's hands. 
You can then add more of the same (@), or throw other materials into the mix. Once 
you are ready to proceed, press © to return to the game, then @ co drop the ingredients 
in the pot. After a brief animation (which you can skip wich €), you can collect your 
new creation. 


MAKING FIRE: A cooking pot can only be used if the fire beneath it is lit. If not, there 
are a number of ways to make fire: hitting a fint with a metallic weapon inches away 
from the wood; shooting a fire arrow; transferring fre from another source (such as a 
nearby lantern) with a wooden object; or dropping and striking red Chuchu jelly (an 
item obtained from enemies called fre Chuchus) zo cause a small explosion. 


COMBINATIONS: There are many possible combinations of materials that wilt 
produce dozens of dishes and elixirs, each with unique propert 


„ Many of these have 


healing powers, but they can also provide all sorts of special effects such as 
increasing stamina, improving your defense rating, or providing a brief re 


smporarily 
ance [0 


extreme temperatures, Fora complete presentation of this system, CUrn to our Inventory 
chapter on page 296. You should note, though, that you do not need an actual “recipe”: 
items can be combined freely. Haphazard combinations can lead ro unfortunate results, 

bur the in-game descriptions of materials usually offer helpful suggestions and hints. 
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As you advance through the main storyline, Link will become stronger and more resilient in many ways. Understanding and optimizing his progression is critical 
if you wish to stay ahead of the game's difficulty curve. 


EQUIPMENT: The most obvious way to improve Link's performance is by acquiring ARMOR UPGRADES: Great Faíry Fountains are hidden in specific locations over 

or upgrading equipment. As you advance ín the storyline and explore the four corners Hyrule. Every time you find one, the great fairy ie hosts will offer (after you pay an te GAU Ä 
of Hyrule you will gradually obtain more valuable gear, including powerful weapons, initial fee) to upgrade your existing armor, ìncreasing ies stats in exchange for materials. 

elernental arrows, and resilient armor. These acquisitions should be a priority whenever These improvements will subsrantially enhance Link's defense rating. 


you have a chance to collect them. 


E 


HEART CONTAINERS: You can obtain heart containers in two ways: by wading in STAMINA VESSELS: The only way to extend your stamina wheel is by trading in four 
four spirit orbs obtained ín shrines to goddess statues found in villages, or by completing spirit orbs with goddess statues found in villages. Each vessel adds a segment corresponding 
dungeons. Every container collected adds a permanent heart to Link's health bar. to a ffth of a full wheel. Securing many of these will eventually lead to a gauge made of 


multiple concentric cìrcles. Such extensions are extremely valuable, enabling you to climb 
higher, glide further, and swim for longer. 


EQUIPMENT SLOTS: Koroks arc hidden in many places alt over Hyrule. Whenever ENEMY PROGRESSION: Just like Link, enemies will become progresstvely stronger 
you find one of them, vou will be rewarded with a Korok seed. Acquire as many of these and more dangerous as you venture into the deeper and more hazardous areas of Hyrule. 

s you can: by delivering them to a character called Hestu, you will have a chance to You can, however, slow down the general advancement of rank-and-file opponents by í 
increase the size of your inventory. Having more slots to carry weapons, bows, and shields trying to avoid unnecessary confrontations. As higher-level variations of each species | 
is always an important upgrade, and enables you to eventually be more strategic in your (distinguished by their different colors) only appear if you eliminate many of their peers, 
choice of equipment — such as having a full cotlection of etementat blades at the ready. keeping optional confrontations to 2 minimum will delay the point in time when your 


foes “level up”. 


Weather conditions play a significant role in Breath of the Wild's sandbox, sometimes having a direct impact on what you might hope to accomplish at any given 
moment. It is therefore vital that you learn to identify what you can and cannot do under different meteorological circumstances. Elements and forces such as fire, 
wind, and electricity have a vital part to play in everything from combat to puzzles. In this section, we highlight the key principles that will help you make sense of 


the fundamental physical “laws” of the game world. 


vou will encounter first — THUNDERSTORMS: Durí 


g thunderstorms, the rain-induced impediments to 


RAIN: Precipicatton is probably the weather condicion ch 


and certainly most often, Ocher than the fact that it somewhat limits g climbing apply. More pressingly, though, lightning bolcs can strike anywhere around you, 
rain has one very annoying effec: it makes chiffs and walls slippery, preventing you from or even directly on Link. Look for the cues that foreshadow chis, particularly sparks chat 
climbing eficiendy, If you only have a short distance to scale, you can sometimes make appear on his body ar an ineremenrally faster rate. ‘lo reduce the probability that you will 
Ì___irby taking a few s up, then leaping vertically. In many cases, however, the fact chat be struck by lightning, remove all equipment made of metal from your current loadout. 
í Link is prone to sliding makes climbing impractical during wer weather. In such [f you fear chat Link is ar risk of an imminent strike, look for some sort of covered 
|__cireumstances, look for another way up, or simply wait for the shower to pass. shelter, such as a cave or cliff overhang. Once che bolt has struck nearby, you will be free 


to proceed - until the next one! 


LOW TEMPERATURES: Various locales in Hyrule have low temperatures, as indicated HIGH TEMPERATURES: Hyrule also hosts regions where temperatures are so 


by che thermometer display on your screen. This applies to most snowy arcas, the tallest hor that they can prove harmful to Link, Just as wich cold, you can negate the threat by 

Ì___tmountain peaks, and regions at high altitudes, bur also the Gerudo desert at nighc. By equipping appropriate armor and consuming specifie cooked dishes or elixirs. There are 
default, cold will cause Link co tremble. If you do not vake any measures, he will begin two distinct effects to be wary of, though, depending on the nature of the danger 
tú lose hearts gradually. To counter this, you have two options: either equip armor (sun-induced or lava-induced). You need heat resistance Gs) during the day in che 
pieces with cold resistance G%), or consume special cooked food or an elisie thar will desert, whereas it's the flame guard effect pp) chat will protect you near the volcano. 

i temporarily convey the same effect, Cold resistance effects are cumulative, so two Suffering the effects of heat gradually reduces your hearts, bur being exposed to che 

k appropriate armor ss equipped simultaneously will grant a Level 2 resistance (2%), volcano's Hames is much more dangerous — and will cause 


; seconds. 


st bier cold. 


which is sometimes tequired to r 


FIRE: Eire is the element chat you will likely encounter first — often found in camps, FROZEN INGREDIENTS: [f vou drop certain ingredients, such as pieces of meat, in 


{__under cooking pots, or in lanterns. You can set wooden weapons ablaze, including arrows. the snow, they will freeze after a few seconds. Frozen food has one interesting application: 


‘This can be useful to cause additional damage to enemies, to solve puzzles, or to interact it provides Link with hear resistance, which can make your life easier in the Gerudo Desert 
with the environment, though the item in question will eventually be consumed by until you acquire armor that offers permanent protection against high teru peratures, 
the flames, Among many other possible applications, fire can burn dry grass, leaves, ivy, 


and brambles create updrafts; cause explosive barrels to detonate; melt ice blocks; burn 


out-of-reach wooden platforms where « treasure chest rests; and so forth. 


:ELDA 


tons in 


ELECTRICITY & CONDUCTORS: Electricity has cwo principal applic: 
the game. It can be used to shock enemies, which is particularly useful against ancient 
Guardians commonly encountered in shrines and dungeons, and it can electrify pools of 
water, momentarily stunning any enticy chat comes in contact with it. These are features 
that you can exploit, but be aware that certain enemies will employ similar techniques 
against Link, If you are hit by any form of electriciry-conducting attack, or touch an 
opponent whose bady is crackling with sparks, Link will not only be staggered, bur will 
also drop his currently held weapon and shield. 


MAKESHIFT BRIDGES: When trees grow near cliffs or rivers, it is sometimes 
possible to chop them down to bridge a body of water or chasm. Be sure that you 
are facing the necessary direction, then set about them wich an axe (or any suitable 
two-handed weapon). Tree trunks can also be used as floating platforms, enabling 
you to cross or navigate a river filled with ice-cold water that would otherwise harm 


Link. 


ELEMENTAL WEAPONS: Much like arrows, there are also elemental weapons. These 
are very precious as they can be used to solve puzzles and to deal extra damage to enemies, 
especially those with an affinity for the opposite element. Striking an iey creature wich à 
Bameblade, for example, will often kill ir instantly. Most elemental weapons need to 
recharge after each blow. This process takes no more than a few seconds and is clearly 
visible on your screen; when the weapon is ready, its blade will again shine with che 
characteristic color of its element. 


WIND GUSTS & UPDRAFTS: You will often visit areas where the wind blows heavily. As a 
rule, if you can see thin white streams representing gust effects on your screen, it means that the 
wind is strong enough to send round items (such as bombs) rolling, You can actually use thís 

to your advantage in specific situations, particularly to solve related 


puzzles. The wind will also 
affect Link while he is gliding, enabling him to cover surprisingly long distances when-he has 
the wind behind him, Nore thar verrical, upward wind streams are called updrafts. IF you open 
your paraglider while above an updraft, Link will fly high into che air. On a related note, if you 
ever find a Korok leaf, hang on to ir. Every time you “attack” with this weapon, you will create 
a small bur powerful burst of wind in the direction that Link is facing, This can be employed to 
propel a raft wich a sail in the direction of your choice. 


ELEMENTAL ARROWS: You should find your first elemental arrows relatively early 
in the adventure. These work just like standard arrows, buc provide the benefits of the 
element they are infused with. Fire arrow 
their targets (leaving them ripe for a finishing blow while they ate incapacitated), and 
shock arrows electrocute enemies or activate certain mechanical devices, 


et what they touch ablaze, ice arrows frocze 


CHUCHUS: Whenever you defear Chuchus, they drop jelly of the element they are 
naturally imbued with. You can pick up jelly and drop it in specifie positions before 
hitting it 1 cause a small explosion of the eleptent in question. Red Chuchu jelly, for 
example, can light a fire under a cooking pot; che same principle applies co all variants, 


Fyou drop “neutral” blue Chuchu jelly in a particular environment, such as a snowfeld, 
ie will transform into the corresponding variant (in this instance, iee-elemenral white 
Chuchu jelly). 


RIMER 


Runes are special commands with unique properties that become available in the opening sections of the game. You can change runes on the fly by holding *: 
once the corresponding menu is displayed, make your selection with ®. To use a rune, enter rune mode with €, then aim as required with ® and activate it 


with @. Pressing € again will revert you to standard controls. 


Runes are a pivotal feature in Breath of the Wild. Their primary function is to help you solve puzzles, but they have myriad other applications. They can be used to 
interact with the environment in unique ways, and can facilitate new strategies to defeat enemies. If you ever feel stuck in a shrine, a dungeon, or a particular 
environment, a quick study of your available runes may present the solution you are seeking. 


PUZZLE APPLICATIONS: Remote bombs exist in round and cube versions: the 
round models will roll down hills and be propelled by gusts of wind, whereas cubic 
bombs tend ta stay where you leave them. You can have one bomb of each type active 
simultaneously, enabling you to cause two consecutivs 
of the remote bomb is to annihitate destructible obj 
recognize these objects by 


explosions. The primary function 
cts. As a rule, you can easily 

ir gray; stone-like color, and the presence of tellrale cracks. 
Once Link is holding 2 bomb above his head, press drop it at his feer, or EB co 
throw ira few feec in front of him (press ® if you have second thoughts and wish to pur 


the explosive away). You can then trigger the deronation with & though be careful to 


ensure thar Link isnt caughr in che blast. After you deronate a bomb, a cooldown begins: 


PUZZLE APPLICATIONS: Magnesis confers Link wich che power to lift metal objects 
and move them (control basic motion wich ®, and distance wich *&). Whenever you 
notice a metal slab or cube, chis is often a cue thar Magnesis will do the trick. Such 
objeces are clearly highlighted in magenta while Magnes 
range, they will turn yellow when you aim at them. T 


s active; if chey are within 


jects can be used to create 
bridges across gaps, to stop wind streams, to arrange stepping stones, or to reveal new 
passages. 


Co 


that you encounter in the early game. They also work very well against creatures that 


‚ such 


inhale before performing an atrac as Octoroks. Wait undúl your quarry has ingested 


the explosive, then. detonate it to cause massive damage. 


EXPLORATION APPLICATIONS: Many caves and even certain shrines are blocked 
by destructible rocks, Use bombs liberall 


Ì such instances to open the way forward. 
Bombs are also a great tool zo blow up objects such as wooden crates (which often 

tals) and ore deposits char jur out from cliffs (which yield valuable gems). 
Bombs are also sometimes a handy way to “catch” fast-moving fish. 


contain mate 


COMBAT APPLICATIONS: Magnesis can be used creatively in battle, most commonly 
to drop metal obj 


s on enemies. You can push monsters back or propel them over 


ledges with this power. there are also boss and sub-boss battles where you wilt need ro 
lift objeces to protect yourself or co harm your opponent. 


EXPLORATION APPLICATIONS: You will occasionally find metal slabs or cubes 
in che wild, These are generally located in useful positions, such as next to a riv 


(enabling you to create a bridge). When you encounter metal treasure chests char are 
partially buried in the ground, you can use che rune to lift them up in order to plunder 
their contents, 


PUZZLE APPLICATIONS: Stasis grants you the ability to briefly stop time for an PUZZLE APPLICATIONS: With Cryonis you can surnmon a block of ice on flat water 


; you mighe use ie to temporarily freeze certain moving platforms to create a viable surfaces, creating makeshift stepping stones. These blocks are climbable, so ic's possible 
patch, for example. Lhis power has a second crucial application in that an object subject =_to clamber on top even if you fall in the water. They can even be materialized on vertical 
to Stasis will store energy acquired while it is immobilized, and release ir afterwards. If streams, which you can exploit to form stairs, You can only summon three blocks of ice 
you hit a boulder in Stasis wich a sledgehanrmer mukefple times, for instance, you will at a times when you generate a fourth, the frsc in che series will be destroyed. You can 
see a vector arrow appear. This illustrartes che direction in which it will be propelled once also dismiss an existing block by pressing @ write looking, at ie. Note that Cryonis has 
the effect ends; the size and color of the arrow indicate how far it will go. ‘Fhis process is another important use: you can summon a block of ice from underneath an object or 


regularly required to remove heavy objects in your way, or to send them în che direction > entity to lift ir up. This works on Link himself, bur the most useful application of this 


of another device, Each usc of Stasis is followed by a brief cooldown period during which feature is that ie makes ie possible to raise certain gates. 


the ability is unavailable. You can reduce thís cooldown by ending a Stasis prematurety: 


press @ while looking ar the affected object. 


COMBAT APPLICATIONS: Though not easy to engineer, you can sometimes use EXPLORATION APPLICATIONS: Whenever you encounter a river or pool of water 


Stasis to propel a heavy object in the direction of enemies, which can kill them instantly.» in the wild, you can create blocks of ice to travel to the opposite site. If swimming is not 
A more practical application becomes available once you upgrade this rune to Stasis+. an option (when the water is too cold, or the current coo strong), Cryonis can get you ' 


Ar chis junceure you can stop your adversaries in their tracks, literally freezing them in where you want co be, 


túme, and pummel them with devastacing combos. n 


Unlocked at « later stage in the adventure, the camera is probably the most straightforward il 
rune. lts principal application is that ie enables you to fill your album with pictures (access : 
the corresponding menu with © and BB. Whenever a creature or object that you have 
not yet captured is on the camerd's sereen, it will appear in orange: rake a picture to fill 


the corresponding entry in your compendium. The camera can also have an occasional 
use while you solve complex puzzles: when you need to memorize specific layouts or 
patterns for future reference, a picture can be a handy replacemene for physical notes. 


== RUNE UPGRADES == 


A few hours into the story, you will visit your first tech lab, After completing: 
specifie steps, this will give vou the opportunity to upgrade your runes. 
Upgrades improve their base effects (for example, increasing the explosion. 
zange and power of vour bombs), making them verv valable. 


PA 


| Breath of the Wild features hundreds of varied puzzles. These are most commonly encountered in shrines and dungeons, but the world of Hyrule itself will often 
challenge your sense of logic, your perception of three-dimensional environments, and your ability to observe your surroundings closely. 


Many puzzles in the game have multiple solutions. Depending on the tools at your disposal and your way of thinking, you may very well devise completely 
}__different solutions to those of a friend — or, indeed, this very guide. If you become stuck when faced with a real brain-teaser, think rationally: which runes or 
‚__pieces of equipment might have an effect? What can you see in your surroundings that could help you? Are there any objects in the area with elemental properties? 
Asking these questions, and others in a similar vein, of yourself wilt always put you on the right path for the glorious “eureka” moment you seek. Puzzles in 
Breath of the Wild are remarkably considered and balanced, so persevering will almost always lead to a positive outcome. 


RUNE-BASED PUZZLES: Many puzzles, particularly chose found in shrines, rely on PHYSICS PUZZLES: Many puzeles are physics-based, with those involving gravity in 


rune abilities. If you feel 


at a loss when facing a puzzle, try scanning the environment some sense being particularly common, Whether this means making boulders roll down 
active in search for highlighted objets, and look for water to hills, using objects to weigh down devices chat function as sales, or activating floor 


use Cryonis on. More often than not, this should get you started. panels wich heavy items, a healthy dose of common sense is all you need to beat them. 


with Magnesis and St 


TIMING PUZZLES: Certain puzzles involve precise timing. In chese situ: 


must trigger a chain of events (such as making an orb roll} and reach a spe: 


tions, you 


abserve your 


ie posicon environment and think cre ya pattern and 
quickly (such as a moving plarform thar will be activated by the orb once it reaches its replicate it somewhere else, 


destination). 


ELEMENT-BASED PUZZLES: Your innare, intuitive understanding of narural forces MOTION CONTROL PUZZLES: A handful of shrines will challenge your ability vo 
(evident in the 


y fact thar you have lived a life that led to you being here, right now, use che gyroscople features of your controller. In these cases, start from à neutral position, 


with chis book) is often the key to solving certain puzzles. Always think in terms af how and methodically adjust your movements very carefully, ‘This will soon become second 
objeers in your environment might react. Can they burn? Would à strong gust of wind nature once vou get che hang of it. 
Lj ) EB you g 8 


have an effect? 


"My cache is at : 
This rock will point toward!its tetriev 


RIDDLES: Va 


objectives. You will only be able to solve these if 


rious characters in Hyrule will offer you side queses with relatively vague 


ou. pay careful attention to the hints 


they offer. Interpreting such clues will become easier as you progress in the game and get 
more familiar wich che world's many landmarks. 


themselves, In the early game, for example, crossing a wide river can seem impossible — 
until pou realize that cutting down a nearby tree will form a makeshift bridge once che 


current takes it downstream … 


ect in the environment: 


CRYSTALS: These are sw 


a door that will open or close, a placfarm that wilt rotare by 90 degrees with every activacion, 


vches that you can hit ta trigger an ef 


and so forth, Every time you hit a crystal, it will change calor, afternating between blue 


and orange. Yau can strike them with any weapon, bue also with arrows and re 
bembs, making it possible to interact with them over a distance, or when your direct 


path is blocked, 


MAZES: You will find a handful of mazes in the deepest reaches of Hyrule. Each of 
these is a puzzle in its own right, challenging your perception of 3D environments. You 
will not waste your time even if you struggle to locate the entrance to the central room: 
many of their alleys feature treasure chests and valuable rewards. 


ORBS AND CONCAVE SLOTS: Many puzzles rely on the use of spherical, glowing, 
balls called orbs. Asa general rule, your goal is to drop each of these orbs in a specifie 


concave slot, as illustrated in the accompanying screenshot. In many instances, this will 


require you to interact wich environmental features, such as launchers that can propel an 
orb across a chasm. Orbs and concave slots are also occasionally encountered in the wild, 


In such cases, they will often lead to the appearance of a secret shrine. 
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a specifie direction. Puzzles relyin 


: piston-like devices thar will propel Link (or, for thar matter, 


on this meehanie can requir 


} ly, or to cambine multiple 
mighe hìc a erystal chat activares a launcher that sends a bomb fying to an o 


ien, which you can then detonate to blow up destructible blocks. 
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This chapter will guide you through the full Breath of the Wild 


adventure. It provides a streamlined path that you can follow 
step by step to reach the ending credits, while also offering 


advice on when you might profitably venture off the beaten 


path to complete optional objectives. 


The chapter’s structure has been designed with flexibility 


in mind. It is suitable both for occasional reference and 


all-encompassing guidance. 
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INTRODUCTION 


Breath of the Wild features a gigantic realm, known as Hyrule, that you can 
explore at your leisure. From very early in the adventure you are free to take 
your character, Link, to any place that he can physically reach. 


At first, the play area is limited to a single region — the Great Plateau. This 
serves as a very welcome prologue, during which you will be introduced to 
most of the game's key mechanics. After you complete a handful of main story 
objectives, though, the full sandbox will be unlocked. The world is incredibly 
vast and varied. Virtually everything you see on your screen can be explored: 
every mountain peak, every valley, every snowfield. In short: if you see it, you 
can visit it. 


In this breathraking environment, the game's narrative invites you to visit 
specific places and face set challenges. At any point in time, though, you can 
choose to go your own way, either to roam freely in the wild or to attend to 
optional tasks unlocked during the course of the adventure. Opportunities to 
leave the main narrative path to complete secondary quests and challenges are 
quite literally everywhere. 


To reflect the bountiful, feature-packed nature of this game, this walkthrough 
covers both main quests and a large selection of optional tasks that are within 
convenient range along the way. We've designed the chapter so that you can 
plot your own customized course through the adventure, should you wish, but 
always be able to refer to our guidance when it is needed. 


P_Each region that you visit during main missions is introduced in the guide 
with a double-page spread that features a large area map as its focal point. 
This highlights: 


*_ The key landmarks and points of interest for the area in question. 


e A visual representation of the steps that you must follow to complete 
the corresponding main quests. This information is displayed in orange. 


A list of the various optional objectives that you might feasibly complete 
while in the area, taking your likely current level of proficiency and 
development into account. Call-outs detailing basic requirements and 
essential advice are printed in blue for shrines, and in green for side 
quests and all other similar activities. 


p_The pages that follow each map offer a traditional walkthrough for the 
main storyline events that occur in the corresponding map portion. This 
provides step-by-step guidance, with screenshots and captions detailing 
the actions you must take. For ease of reference, each entry is identified by 
a clear number icon that links to the area map. 


If you would like to complete the adventure with minimal assistance, the map- 
oriented pages offer an essential directory of available activities. Expert gamers 
can use these to plan their path through the adventure, and therefore claim all 
major rewards, without fear of encountering spoilers or puzzle solutions. 


MAP LEGEND 


The following legend details annotations and icons that you will encounter throughout the Walkthrough chapter. Our maps are oriented in accordance with the 
classic convention where “up” is always north, as with the main in-game map. 


Note that most collectibles in the game vary in accordance with your current progression. In other words, a single, specific treasure chest can contain different 
items based on your accomplishments prior to opening it. 
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RASH COURSE 


Breath of the Wild offers little in the way of tutorials, waypoints, or any other form of in-game hand-holding. This is actually one of its most enjoyable features: 
as you learn from your experiences, you will obtain a powerful and genuine sense of accomplishment. The flipside of this is that there are many genuine 
challenges to overcome, particularly tough opponents, complex puzzles, and navigational conundrums. This is not an casy game. 


We strongly suggest that you take the time to read our Primer chapter, starting on page 8, to learn about key concepts and acquire good habits that will serve 
you well throughout the adventure. That said, we completely understand that many readers will be eager to just dive in and begin playing. In recognition of this 
fact, the following concise summaries offer critical advice that will benefit anyone who would rather begin with minimal assistance or forewarning. When you're 
ready to learn more, you can refer back to the Primer at your leisure. 


Navigation: Though basic commands and movements are easy to 
execute, navigating complex environments and planning efficient trips 
can prove more demanding. Stamina management is a massive part 
of the game. Sprinting, climbing, swimming, and gliding all consume 
Link's energy reserves, which are extremely limited at the start of the 


adventure. Overconfidence can be fatal, especially while climbing. 


Landmarks: Breath of the Wild’s massive game world is home to 
countless points of interest, characters to talk to, collectibles to acquire, 
and quests to complete. A working knowledge of the various types of 
landmarks you will come across can help you to make sense of the world 
you explore. There are three recurring destinations thar are particularly 
important: 


P_Towers must be scaled to reveal regional maps as a matter of priority; 
they are also convenient fast travel points. 

P_Shrines are mini-dungeons thar contain assorted treasures; they, too, 
serve as fast travel poincs. 


p_Viltages are hubs for side quests, trading, and upgrades. 


Weather & Rlements: Weather conditions play a significant role in 
Breath of the Wild’s sandbox, sometimes having a direct impact on your 
gameplay possibilities: when it's wet, for instance, Link will struggle to 
climb. Elements such as fire, ice, and electricity also play a pivotal role, 
enabling you to exploit enemy weaknesses or to solve puzzles in creative 
ways. 
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Combat: While early encounters may seem trivial and undemanding, you BES TA 
will soon face adversaries that can deplete most (if not alf) of your hearts 

wich a single blow. Combat in Breath of the Wild is highly strategic. You 

cannot simply rush your foes; many individual enemies, let alone groups, 

can make short work of Link in a guileless toe-to-toe melee. You must 

carefully consider your approach to each skirmish, and generally prioritize 

defensive tactics (especially oft-decisive counters). 


® INTRODUCTION 
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Resources: There are many different types of resources in 
Breath of the Wild. Ensuring that Link is suitably equipped for each 
encounter should always be a priority. 


P A single weapon and shield will not suffice; they break over time. 


You need a varied stock of equipment to survive and thrive. Find 
Koroks and obtain their seeds to increase Link's carrying capacity. 


p_Garhering materials will enable you to create dishes or elixirs that 
grant temporary bonus effects such as enhanced stamina. Before you 
undertake any journey or trial of note, a brief stop at a cooking pot 
to prepare is always a good idea. 


P_ You can never have too many arrows. 


Runes & Puzzles: Breath of the Wild features many hundreds of puzzles. 
‘These are most commonly encountered in shrines and dungeons, 

but the world of Hyrule itself will often test your ability to closely 
observe your surroundings and notice potential secrets or intriguing 
opportunities. Dont underestimate the runes that you receive in the 
opening region: these essential abilities are employed in coundess 
different ways throughout the adventure. 
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| , \_From the Shrine of Resurrection where you begin, head to the terminal to the east 
Í \ Ï 


„ES {_to reveal the Great Plateau Tower. 


( ) ‘ ) {Clear the Oman Au Shrine. 


Clear the Ja Baij Shrine. 


Make preparations in anticipation of a long climb and exposure to cold 
{_ temperatures. 


Clear the Owa Daim Shrine. 


If you dive into the circle of waterlilies in the nearby pond after your very 
| first encounter with the old man, you will obtain a Korok seed. These 
| items can be traded a little later into the adventure for additional inventory 
| & | KOROK SEEDS slots for your weapons, shields, and bows. There are hundreds of Koroks 
| | |_to find in Hyrule in locations that will generally draw your attention; if a 
| | ‚particular arrangement of objects catches your eye, it's usually a good idea | 


After you complete the Oman Au Shrine, your newly acquired Magnesis 
rune will enable you to interact with the environment in creative ways. 
You can experience this immediately as you leave the shrine: two treasure 
| ENVIRO SME chests are submerged in the small pond adjacent to the building. Lift them 
| \_puzzies | with Magnesis to retrieve their contents. Scanning the pond will also reveal 
| Î \_athin metal slab, which you can use to reach the wooden ledge in the 
| | middle of the bog to the west, where two additional chests await. Get into 
| | |_ the habit of studying your surroundings with Magnesis active, as the world 


\_— some rudimentary, others much more elaborate. These should never 

|_ be taken lightly and the approach you choose is always important. The 

\_outpost to the south of the Great Plateau Tower is a good example: if you 

Kid | ENEMY OUTpOsTs | âte spotted by the sentry on the lookout tower, all local forces will attack 
kk |_you, making this a very tricky battle. If, on the other hand, you approach 

incognito from the north and use an arrow to cut the rope from which 

a lantern is hanging inside the skull-shaped building, the subsequent 

explosion will incapacitate or badly wound all foes inside, vastly 

simplifying the process of clearing the outpost. 


| | |_A Talus sub-boss awaits deep in the Forest of Spirits. You can defeat this 

| |_suB-BOSs: Tarus | Enemy type by making it collapse with bombs, then climbing onto its back 
to attack its weak point, which looks like a dark crystal. Defeating it will 
reward you with numerous gems, which can be sold for hefty amounts of 

money. There are many other sub-bosses like this spread all over Hyrule. 


(see page 314) 
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After che introductory cutscene, you will gain full control over Link. 
You can move him around with ® and control the camera with ®. If 
you would like to adjust control settings, chis is a good time to do so: 
open the System menu, then select Options. Interact with the frst 
terminal with ®, then open the two treasure chests in the next room 
to receive your first pieces of armor. Equip these via the inventory 
menu, then activate the next terminal. You can now run outside, 
sprinting wich ® if you wish. To climb the small cliff on the way, 
simply run into it and use ® vo ascend. Both sprinting and climbing 
will deplete your stamina wheel. Link will be left out of breath and 
even lose his grip once hís stamina ís fully depleted. : 


Head to your objective, represented by a glowing yellow waypoint. Feel 
free to display the map with © if required. You will encounter your first 
enemy on the way, a lone Bokoblin. Use this opportunity to practice 
basic combat skills, particularly locking on to a target (hold €), strafing 
and dodging (hold @8, chen tilt ® and press €), and artacking (@). IF 
you dont yer feel very comfortable with the combat system, avoid fights 
against multiple enemies for now and make your way directly to the 
waypoint shown on the mini-map: the Sheikah terminal found inside a 
small rock structure. This will raise the Great Plateau Tower (along wich 
all the other towers in Hyrule) and reveal the regional map. 


At the foot of the tower, you will receive your next main quest: 
“The Isolated Plateau” The old man asks you to visit your Airst shrine, 
to the north of your current position. Interacting with the terminal at 
the entrance will activate the building, turning it into a new fast travel 
destination. This means that you can simply select this shrine from 
anywhere in the world while looking at your map, and warp to it instantly. 
‘This applies to all towers and shrines that you activate. Step on the elevator 
platform inside the building and examine it to enter the shrine. Before you 
do so, consider making a brief detour to any pond in the area to catch a 
Hyrule bass, and to the nearby Forest of Spirits to the west to obtain raw 
meat from a fox or boar: this will come in handy very soon. 


Once outside, run down the slope, collecting your first resources on 
the way, and speak to the old man at the campfire. Shortly afterwards, 
you receive your first main quest: “Follow the Sheikah Slate.” 


From the top of the tower, survey the surrounding region to locate 
the Great Plateau's four orange-glowing shrines. When you spot one, 
activate your scope by pressing ®, then align the reticle on the shrine 
and press @ to place a pin on it. This will add a colored icon to your 
map and mini-map at the position of a landmark, making ie much 
easier to keep track of it. Two shrines are clearly visible to the west 
and northwest, while che other two (shown in the accompanying 
screenshot) are further away to the south and southwest. Once you 
have a pin on each of the four shrines, move between the ledges in a 
clockwise direction as make your way back down to ground level. 


 SHRINES —- | 


Shrines are miniature versions of dungeons, challenging you to solve all 
sorts of physical or logical puzzles. Much like towers, shrines are high- 
priority targets ín terms of exploration. Not only do they offer valuable | 
rewards on completion, but they also turn into fast travel positions | 
the moment you first interact with them. As the game features overa | 
hundred shrines, these soon form a network that enables you to warp | 
to virtually anywhere on the map. 


All shrines feature an altar — your goal. Examining the altar both 
completes the shrine and returns you to its entrance. The first four 
shrines you will encounter, all found on the Great Plateau, are mandatory | 
and introduce key gameplay concepts. All future shrines, on the other 
hand, are technically optional. Finding and clearing as many as you can 

is extremely important, though, as the spirit orbs you obtain from altars 
can be exchanged for additional heart containers (that extend your | 
health gauge) or stamina vessels (that add segments to your stamina 
wheel). 


| 
| 
Ô 


== OMAN AU SHRINE —- [lo 


Once inside the Oman Au Shrine, interact with the terminal on 

the left to receive your first rune: Magnesis. This enables you to 
manipulate metallic objects. Test your new skills on the metal objects 
in the center of the room: trigger Magnesis mode with (&, chen 

align your cursor on one of the metal slabs and press @. With your 
grip on the object active, you can move it around freely with © and 
®, and adjust its distance relative to Link with #. For now, simply 
move one of the two metal slabs aside to reveal a hole in the ground 
leading to the other side of the fence. 


You will notice three platforms in the next section. Head to che 
middle one and cast Magnesis on the metal slab bridging the gap 
between the first two platforms, then move it over the next gap, 
so that it connects the second and third platforms. 


Finally, head to the altar and examine it to 
complete the sbrine and receive your first 
spirit orb — an item that you will soon be able 
to exchange (in bundles of four) to obtain 
additional heart containers and stamina 
vessels, 


Once on the other side, grab the metal cube in the wall with 
Magnesis and use it as a battering ram to knock down the pile of 
blocks. This will give you access to the next room. You can then 

use it to destroy the nearby Guardian Scout. These creatures can 

be dangerous at your current stage of progression. If you have | 
a shield equipped, you can perfect-guard their laser beams to 

deflect them back for a one-hit kill, though this is a move that 
requires some practice to master. When the environment offers 

you an alternative (and easier) way to defeat opponents, its wise 

to take it. 
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Once on the third platform, grab the chest on the ledge to your 
left wich Magnesis, then move it back to your position. You 

can now open the large metallic doors by pulling them in your 
direction with Magnesis. 


From the Oman Au Shrine, head southeast to the Eastern Abbey. 
Go through the main entrance, to the west of the ruins. A few steps 


past the archway, a Decayed Guardian awakes 


enemy type initially targets you wich an aiming beam, then opens 


fire after a few seconds. ‘This is currency lethal to Link, so you must 
be careful. Dash from one cover point to the next until you reach the 
wall wich the cracked rocks, Thanks to the cover of the ruins behind 
you, you can scale the wall, behind which you will find the 


Ja Baij Shrine. 


When you reach the moving platform, wait until it moves close to 
you then drop a cube bomb on it and backtrack to solid ground. 
Detonate che explosive when the moving platform touches the 


destructible wall on the far side. You can then step on the moving 


platform, which will take you to che final room. 


Head co the launcher on the right-hand side of the room. Drop a 
sphere bomb into che pipe so that it rolls onto the launcher. It will 
be propelled to the destructible rocks: detonate it to clear the path. 


from its slumber. This 


Once inside the shrine, examine the terminal on the left to receive a 
new rune: the Remote Bomb. Its primary function is to annihilate 
destruccible objects. Remote bombs exist in round and cube 
versions; round bombs will roll when placed on slopes and if 
caughe in the wind, whereas their cubic counterparts tend co stay 
where you place them. Choose one by holding # and using ®, then 
tap ÁB for Link ro hold the bomb above his head. Press ® to drop it 
at his feet, BB to throw it, or ® to put it away. You can then trigger 
the detonation wich €&, chough be careful to ensure thar Link isn't 
Try your new skill on the cracked blocks in front 


caught in the blas 
of you. Follow this by blowing up the two cracked blocks in the 
passage beyond. The opening on the right leads to a treasure chest, 
while the one on the left leads to the next room. 


Make your way to the launcher close to che left-hand wall: ie will 
propel you to the treasure chest on the opposite ledge. 


Finally, climb the ladder and run to the altar, which you can 
examine to complete the shrine. 
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To leave the Eastern Abbey, you can blow up the cracked wall in 
front of the shrine with your newly acquired bombs. Head to the 
position shown here, to the west of the Temple of Time. You will find 
spicy peppers by the archway, a vegetable chat will prove very helpful 
shortly. From here, head to the southeast. Don't forget that you can 
always refer to our map for thís region on page 36 if you lose your 


bearings, or should you want to learn more about your surroundings. 
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In the far southeast of the Great Plateau, you will nd the old man Next, you should try to cook spicy meat 8 seafood fry —a dish fancied 


close to a hurt. There are many collectibles in the area, including by the old man, although he cannot recall the recipe. The diary inside gen ten 
mushrooms wich very interesting properties. Once cooked, stamella the hut will put you on the right track. You must combine spicy pepper | Ì 
shrooms will restore some of your depleted stamina. Cook several in (look inside che hur, or see step DD. raw meat (obtained by hunting Arn 

a single meal: the mushroom skewers you obtain can be profoundly any large animal, such as a boar or a fox), and a Hyrule bass (available Loval 

helpful in a long and dangerous climb that awaits further ahead. The in the pond southeast of the Oman Au Shrine — see step ©. Cooking 

cooking process is easy. Select an item in your inventory, choose to these three ingredients together wilt lead to the creation of spicy meat 

hold it, add more copies or other items, then press ® to return to the 8 seafood fry. Speak to che old man by the campfire and he will offer 


field and ® vo prepare the meal with the selected ingredients. his thanks by giving you a warm doublet. This piece of armor bestows 


cold resistance, a bonus that you will greatly appreciate during a | 


fortheoming challenge. 


When youre ready, head to the southwest and cur a tree with a ‘The next shrine is situated ar the top of the cliff you are now facing. 
woodcutter’s axe (there's one at the old man's hut): you can use Your goal is to scale it, making regular stops at the horizontal ledges on 

the trunk as a makeshift bridge to cross the chasm. Eliminate any the way to refill your stamina (press ® while above a ledge). You have | 
Bokoblins you encounter on the other side. lietle stamina available ar this early stage, so aim straight for the closest | 


ledge each time. Avoid jumping while climbing for now: this consumes 
a large chunk of the gauge. If you end up in a dire predicament, consume 
the food with stamina-boosting properties that you cooked at che hut. 


The Owa Daim Shrine awaits directly at the top. 


Interact wich the terminal on your left to obtain the Stasis rune. Srasis 
grants you the ability to briefly stop an object in time — for example, vo 
freeze a moving platform. This power has a second crucial application: an 
object subject to Stasis will store any kinetic energy accumulated while it 

is immobilized, and release it afterwards. If you hit a boulder in Stasis wich 
a sledgehammer multiple times, for instance, you will see a vector arrow 
appear. This shows the direction in which it will be propelled once the effect 
ends. Each use of Stasis will be followed by a brief cooldown period during 
which the ability is unavailable. Try out your new power on the cogwheel 
in front of you: cast Stasis while the rotating platform is in a horizontal 
position, enabling you to cross the chasm. 


From the chest, turn around, wait for a new boulder to roll, then sprint 
down the ramp. Take a right on the intermediate landing and collect the 
iron sledgehammer against the far wall. 


Back outside, climb the cliff directly west of the Owa Daim Shrine. There 

is a flac ledge where you can catch your breath midway through che ascent. 
Once at the top, you will reach an area with low temperatures. You will 

take gradual (and, in time, fatal) damage unless you trigger a cold resistance 
bonus. This can be induced in multiple ways: by equipping the warm doublet 
if you obtained this piece of armor from the old man at the hut: by cooking 
spicy pepper (available by che archway to the west of the Temple of Time); 


or by wielding a torch char you ser ablaze, though this is a very temporary 
solution thar will prevent you from sprinting, making it hard to recommend. 
‘The warm doubler ís by far the best option as its effect is permanent. If you 
opt for food effects, note that you will need several minutes to reach the next 
shrine: cook at least four spicy peppers to be safe. 


Next, run to the bottom of the ramp. Observe the boulders that 
regularly roll down and fall into the abyss. Cast Srasis on one of them 
right as it passes your position. While it is frozen in time, sprinc all the 
way up to the top of the ramp, letting your stamina refill once on the 
way. If you do not make it in time, come to a halt on the intermediate 
landing and stop the boulder when ir passes in front of you. 


Stand in front of the boulder blocking the way and cast Stasis on it. | 
While ic is frozen in time, hit it once wich your sledgehammer. Oncethe | 
effect ends, the boulder will roll forward and fall in the abyss, enabling | 
you to make your way to the altar. | 


The pach to the fourth shrine is relatively straightforward and 
uneventful, wich only a few enemies standing in your way. The shrine 
lies to the northwest of Mount Hylia, on a small peak overlooking 

a pond. Examine its terminal and head inside once youre ready to 
proceed. 


Interact with the terminal on the left to receive yet another vital rune. 
Cryonis enables you to summon blocks of ice on Aat water surfaces, 
creating makeshift stepping stones. These blocks are climbable and can 
even be materialized on falling water. You can only summon three blocks 
of ice at a time, though; if you generate a fourth in succession, the first one 
in the series will be destroyed. You are also free to destroy an existing block 
by pressing @® while aiming at it. Note that Cryonis has another critical 
use: you can summon a block of ice under an object to lift it up. This works 
on Link himself, bur the most valuable application of this feature is that it 
makes it possible to raise cervain gates and access submerged items. For now, 
create a block of ice in the small pool and use this as a stepping stone to 
reach the corridor above. 


You will encounter a Guardian Scout after you pass the gate. It should fall 
quickly to a few hits wich your best weapon, Feel free to generate a block of 
ice in the middle of the area to enjoy a possible cover point if your enemy 
fires laser beams at you. When the bartle ends, position an ice block at the 
base of the ledge with the treasure chest to access it. 


After the cutscene that ensues when you exit the shrine, head to your next 
destination, If you look on your map and draw two imaginary lines, one 
horizontal between the Keh Namuc Shrine and the Ja Baij Shrine, and one 
vertical between the other two, the point where they intersect is the Temple 
of Time. Warp vo the Shrine of Resurrection if you would like to shorten 
the journey. Once inside the Temple of Time, pray in front of the large 

our first 
opportunity to trade a bundle of four spirit orbs acquired from shrines for 
either a heart container or a stamina vessel. While the benefits of choosing 


goddess statue. You now have an important choice ro make: this ís 


heart containers should be obvious, extra stamina segments make a real 


difference to your ability to explore the world. 


In the next room, summon an ice block beneath the gate to open 
the way. This is a trick thar is easy to forget, buc will be key to solving 
multiple puzzles throughout the adventure. 


Finally, summon an ice block beneath either end of the beam: once 
raised, it will form a ramp that you can use to make your way to che altar. 


Now climb to the Temple of Times rooftop to meet the old man. You 
can use the ladder on the buildings east side to get there easily. This 
concludes “The Isolated Plateau,” and grants you the paraglider as a 
reward. ‘This essential piece of equipment enables you to glide while 
aïrborne: press @® to draw the sail, and ® to put it away. Gliding 
consumes stamina, a factor thar you must consider carefully when 
covering long distances. 


®: 


WALKTHROUGH 


HEET 


SHRINES 
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Make your way to Kakariko Village and speak to Impa. 


Head toward Hateno Village. 


You can find step-by-step solutions for all shrines and shrine quests in our 
dedicated chapter: see page 118 for the shrines in the Dueling Peaks Tower 
| region. 


If you speak to Domidak at the Dueling Peaks Stable and agree to give him | 


| | SIDE QUEST: | 
| d MISKO, TE GREAT 100 rupees, you will trigger this side quest and obtain a riddle concerning 


BANDIT a treasure. However, you can actually visit the cave in question without 


activating the quest: it is hidden behind destructible rocks, on the cliff at 
the south edge of Hickaly Woods. 


SIDE OUEST: TEE | On your way to Kakariko Village, ze can speak to a creature called. Hestu. 
| & \_PRICELESS MARACAS | Retrieve his maracas from the outpost to the east and return them to him. 
He will then offer you additional inventory slots for your weapons, bows, 

|_or shields, in exchange for any Korok seeds that you take back to him. 


ed (see page 220) 


(see page 220) 


When you reach the Dueling Peaks Stable, speak to Rensa, the man close to | 


| WILD HORSES the counter. He will challenge you to mount a wild horse and take it back | 
(see page 220) |_to him in under two minutes. You can find an introduction to this system | 
|_on page 17. | 
While visiting Kakariko Village during the day, shel to Cado, opposite the | 
SIDE QUEST: armor shop, to trigger this quest. Your goal is to round up seven cuccos 
FLOWN THE COOP within the village, including two that often stand on rooftops and one on | 
(see page 221) the ledge overlooking the armor shop. Take them all back to the enclosure | 


to complete the assignment. 


After completing the “Seek Out rap main quest, sock to ola, the 
SIDE QUEST: ARROWS {owner of the general store that sells arrows in Kakariko Village. She needs 


|__OF BURNING HEAT you to light the four candles behind the village’s goddess statue. You 
| | (see page 221) ‚_can do so with fire arrows, or standard arrows set ablaze at the nearby 
| | ‚_campfire, or even with a fire-elemental melee weapon. 
| | _ SIDE QUEST: |_Speak to Koko, a child that can be found by the cooking pot next to die 
| ‚_ KOKOSKITCHEN {general store in Kakariko Village every afternoon. Buy a swift carrot for her | 
| |__ _Geepage222) | in the shop to complete this short assignment. | 
| | __SIDEQUBEST. __| Speak to Koko again after completing her previous quest. This time she 
| ‚_ COOKING WITH KOKO {needs goat butter, which you can also purchase from the nearby general 
| | (see page 222) | store. 
| | SIDE QUEST:_ | Speak to > Koko: again ‘after completing Cooking with Koko. This time e she 
| |__ KOKOCUSINE __|_needs raw meat, which you can obtain by hunting a mammal such as a fox, 
ï | (see page 222) \_a boar, or a wolf. 
SIDE QUEST: | 5 t DE 
KOKO's sprciagry {Speak to Koko again after completing Koko Cuisine. You can help her by 
(see page 223) }_giving her some Courser bee honey (acquired by shooting a bee hive). 


| | en | Speak to Cottla between noon and 04:00 PM. She usually runs around near | 
| _COTTIA ‚_ the armor shop. Choose to play tag with her. Once the game begins, sprint 
| (see page 223) | after Cottla and you should ra up in no time. | 
| | MAIN QUEST: FIND THE í Though conden a main quest, this mission is entirely optional. speak to 

| FAIRY FOUNTAIN __{_pikango after you obtain the camera rune. Take a picture of the Great Fairy | 


(see page 223) ©_Fountainto the northeast of the village, then report back to Pikango. 


This will become available after you complete the “Find the Fairy Fountain” | 
and “Flown the Coop” quests. You receive this assignment from Lasli, the 
woman who stands outside Kakariko's armor shop during the day, but 


° Ee S RE. ne . ® 


BY HIREFDY'S LIGHT |_walks to her home at night, in the southeast corner of the village. Speak 

(see page 223) to her there from 10:00PM onwards to trigger this quest, then catch five ' 

sunset fireflies in the area. Once you have them, select them in your LAKE TOWER 
inventory, hold them in your hands, and release them in Lasli’s house. 


A short distance to the northeast of Kakariko Village, you will find your first 
' Great Fairy Fountain. You must spend a set amount of rupees to unlock 
GREAT FAIRY Ae Eerde 5 E 
FOUNTAIN each fountain (100 rupees in this instance), but the investment is well 
‚__worth the money: these fountains will enable you to upgrade your pieces 
of armor by spending materials gathered in the wild. 
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Though you can, in principle, head to Castle Hyrule and attempt 

to destroy Ganon immediately, this would be suicidal. You will first 
need to greatly develop your gear and abilities, The first of many 
steps required to achieve this is ro complete the “Seek Out Impa” 
main quest. From your starting position, glide to the east and keep 
going in the same direction until you reach the Dueling Peaks Tower. 
Activarting this tower will add a new functionality to your slate: the 
Sheikah sensor, which is represented by an antenna icon on your 
screen. Whenever a shrine is available within its detection range, the 
sensor will start glowing. The concentric circles will light up when 
Link moves in che direction of the shrine. The better his alignment, 
the more circles glow, enabling you to locate shrines more easily. 


‘The rest of the path to Kakariko Village is entirely straightforward, 
following a linear canyon. One point of interest on the way is a 
creature called Hestu, who will trade any Korok seeds that you have 
gathered so far for additional inventory slots. Turn to the previous 
page for derails, 


Retrace your steps through the long canyon until you cross the 
Kakariko Bridge, then head east toward Hateno Village, following 
the main road. You will go through Fort Hateno on the way, wich 
a cooking pot available should you need to replenish your stock of 


restoratives. 


Pass between the two Dueling Peaks to find a first stable, which will 
give you an opportunity to register a wild horse found in che arca. 
s on how this works on page 17. ‘There 


You can find more derai 
is also a very profitable side quest to complete in the vicinity (see 
“Misko, the Great Bandit” on che previous double-page spread). 
Once youre ready, head north and cross the bridge. 


Once at Kakariko Village, we suggest you activate the local shrine 
that overlooks the village. ‘This will act as a handy warp point 
whenever you need to return here, As a rule, this is something you 
should aim to achieve whenever you visit a new area or region. 
When youre ready, head for the largest building, inside which Impa 
awaits. Speaking to her completes the “Seek Out Impa” main quest 
and unlocks two new ones: “Free the Divine Beasts” and “Locked 
Mementos”. The former is a long-term task thar you will make a 
start on soon. For now, prioritize the latter, which involves finding 
the Hateno Ancient Tech Lab. 


Keep following the main road until you reach the natural rock bridge 
shown here. Cross it and head south, alongside the river, until you 
are within climbing range of the Hateno Tower. 


soor 
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to block certain powerful assaults without taking damage. Whenever 
you execute it successfully, this command will enable you to follow 
up with a counter while your target is temporarily stunned. 


With the game's prologue now behind you, you have opportunities to or extensions of vour stamina wheel). Every stat boost that you can | 
venture off the beaten path at your leisure. If you simply follow the main acquire makes a big difference, particularly in the early game. It Ld 
|__storyline, you might get the impression that you have the situation very therefore makes sense to complete as many shrines as you can before | © WALKIHROUGH 
|__much under control and that the enemies you encounter pose no problem. you undertake more demanding missions, as will be the case soon. | 
|__While this is still true at this early stage of the primary quest, you will soon bd str 
| face more taxing challenges. bp _Korok seeds: Gathering a large number of Korok seeds might Be 
Ì seem like a very secondary objective, but is actually a vital activity. | e 
| If you have read our Primer chapter, vou should already kaow how adopting Every additional inventory slot that you can obtain from Hestu will | d 
\___ certain habits early and practicing the game's most demanding techniques be more than welcome once you reach the point where you find Î 
is essential, and profoundly beneficial to your overall Breath of the Wild more weapons than you can carry. An expanded inventory will enable | 
|__Experience. If you haven't read it, or if you could use a concise summary to you to build 4 large and diversified arsenal, adapted to all sorts of | 
|___refresh your memory, the following points should help. situations. | ï 
| | 
‚_EXPLORATION (SEE PAGE 15) COMBAT (SEE PAGE 18) | 
Pp Towers: This is probably obvious to you at this point, but towers P_Strafe: One of the most effective ways to avoid incoming enemy | 
Í should be your first port of call every time you visit a new region. attacks is to dodge them. To do so while keeping your opponent in | 
| Navigating environments with no map is at best sub-optimal and sight, hold @&. While ín this strafing stance, jump either laterally to | 
| at worst very dangerous, preventing you from identifying natural perform a side hop, or backward to perform a backflip. These moves | 
| hazards. Towers are clearly recognizable thanks to their thin, tall are useful not merely to evade assaults, but also to rapidly move Link | 
| shape. They also emit a distinct orange glow that is particularly to a more advantageous position. | ar 
| visible at night. Reaching the top of a tower enables you to reveal | 
| the regional map. It also gives you a chance to spot landmarks in bp Perfect dodge and flurry rush: If executed a fraction of a Ì 
| the vicinity, most notably shrines. Gliding from the top of a tower second before an enemy attack connects, a sidehop or backflip will | 
to a shrine, then warping back to the tower and repeating, is a very trigger a perfect dodge — a slow-motion interval during which your É 
effective method to gradually conquer new territories. enemy is almost frozen in time while you can deal multiple “flurry ik Dn 
| rush” counterattacks with total impunity. This move is one of the 
|__P_Shrines: Once you have unlocked a region’s tower, shrines should most vital in the entire game. Even though you may not need to LO 
| be your second priority. Finding these enables you to develop a large employ it right now, you soon will, and any effort you put into | 
ï network of fast travel positions, greatly shortening long journeys practícing sooner rather than later will pay off. We cannot stress this F @ IMPÁ 
| when you need to return to previously visited locations. Clearing enough: mastering the perfect dodge/flurry rush combination is key ĳ 
ï shrines gives vou access to important rewards: varied (and, on to defeating most of the game's toughest creatures. | 
| occasion, highly valuable) items from treasure chests, and spirit orbs | 
| that you can trade for physical upgrades (either additional hearts bp Perfect guard and counter: Perfect-guarding ís the act of | 
| proactively deflecting an incoming blow. Much like the previous | WE 
command, perfect-guarding is also a demanding but indispensable | 
combat move. This is achieved by holding your shield aloft with && É 
and pressing @ precisely as the enemy attack is about to strike. Both | 
a defensive and offensive command, perfect-guarding is the only way | 
| 
Í 
Î 


Charged attacks with two-handed weapons: When 
vou need to inflict massive amounts of damage, nothing can beat 

a two-handed weapon charged attack. Link starts spinning, hitting 
nearby targets multiple times, and unleashes a final blow that strikes 
the ground, causing a shockwave. With an extended stamina wheel, 
this type of attack can deal over a dozen blows in just a few seconds, 
potentially anníbilating all but the most resilient enemies, This works 
wonderfully well against slow creatures such as Guardian Scouts. 


E 

| 

| 

| 

| 

Sub-bosses: Sub-bosses can be found in various locations in | 

Hyrule. These large-scale creatures pose challenges similar to those | 

that you face against main quest bosses, but they spawn in the wild. | 
Each type of sub-boss has its own behavior and attack patterns, as 

revealed in this guide’s Bestiary chapter. As a general rule, defeating | 

these giant enemies is worth the effort as they often drop valuable | 

items, from gemstones to weapons of all kinds. Defeating sub-bosses | 

| 

| 

| 

| 

| 


will often require you to employ the techniques described above, 
making them excellent sparring partners. 


Strategy: If you struggle against an enemy type, take the time to 

observe and analyze its movements and the timing of its attacks. Once 
you've learned how to react accordingly, even the fiercest foe can be 
dominated with confidence. The important point is this: you should 

really be practicing any moves that you are uncomfortable with. Any of 

the commands detailed here that you choose to disregard will eventually Í 
cause you to struggle against certain creatures, especially bosses. ĳ 
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Make your way to the Ancient Tech Lab in Hateno Village. 


Speak to Symin and Purah inside the tech lab, then light the furnace on the Tech Lab's outer wall 
_ with a blue flame. 


‘Take 2 photo of Purah and show it to her, then return to Impa in Kakariko Village. 


Find a captured memory spot to recall the events that occurred there, then return to Impa. 


Choose which Divine Beast you want to conquer first. 


NOTES. 


SHRINES & SHRINE You can find step- ne Lstep anna ze ali Shrines de ane Gueni in our reden 
QUEST'S ‚chapter: see page 124 for the Hateno Tower region. 


‚If you speak to a child called Teebo in Hateno Village, he will take you to a strange 
SIDE QUEST: ‚statue by Firly Pond. Speak to that statue to trigger the quest, then speak to it again 


} THE STATUES BARGAÏN |_t0 regain the essence it took from you. This is a simple introduction to a feature that 
(see page 226) }_enables you to turn a heart container you have acquired into a stamina vessel, or vice 


| | ‚versa, for a mere 20 rupees, 


Speak to Nebb, one of the chitdrers running in iet streets of Dans Village en 


ene daylight hours. He will ask you to show him a traveler sword. You can find one in 
| CONNOISSEUR }_the valley leading to Zora’s Domain. He then has additional similar requests, making 
í | (see page 226) ‚thís is a long-term assignment that you will gradually complete as you progress in the 
| | adventure. | 
í | SIDE QUE Speak to Mason: schat is usually: baal between Hateno village” s dye shop aad the 
Ì Í JES 


|A GIF EOR MY BELOVE D | local inn. Next, speak to Prima from behind the back of the inn’s counter, and report 
the news of what she likes to Manny. You must then gather 10 restless crickets for 


| (see page en tin | 
| ‚ SIDE qu EST. Ï Speak to Koyin, who watches over her flock outside the farm located between Hateno | 
| ERE SHEEP RUSTLERS {_ village and the Tech Lab. She needs you to slay monsters that congregate at Hateno 
| (see page 228) __\_ Beach, to the southeast of the village. After eliminating them, report to Koyin. 

Í | | Mier showing Purah a picture of herself speak to her again to trigger this quest. You 

| | first need to find Robbie at the Akkala Ancient Tech Lab, in the northeast corner of 

| | SIDE QUEST: \_Hyrule. Once inside, speak to Robbie, remove all your armor pieces to show your | 

| | ROBBIE'S RESEARCH | scars, then speak to him again. Now pick up the torch leaning against the shelves and 

| | (see page 229) }_light it up with the blue flame found on Tumlea Heights, just west of the Tech Lab. 

| \ \_After igniting the furnace with the blue flame, speak to Robbie again to complete the 

| | |_assignment. 

| | ‚ After acquiring bee camera rune fra paral. at tthe Haterio A Tech Be speak. 

| Ô SIDE QUEST: |_to her again to initiate this quest. If you give her three ancient screws, three ancient 

| | SLATED FOR UPGRADES |_ shafts, and three ancient cores, she will upgrade your Sheikah sensor, remote bomb, 

| (see page 229) __\_and Srasis runes respectively. The materials in question can be obrained by defeating 


guardians, commonly encountered i in shrines and around Hyrule Castle. 


SIDE QUEST: Once you've acquired the Sheikah Sensor rune upgrade, speak to Symin. Show him 
SUNSHROOM SENSING | 4 picture of the sunshroom at the back of the Tech Lab, then find three of these for 


| (see page 230) him. The sunshrooms are really easy to spot in Retsam Forest, just north of the Tech | 
| Lab. | 
ĳ | 
| | í Speak to Kass on the call sock, in the. middle of Kiana Bay fyoù jaterpret his clue. 
| SIDE QUEST: }_({17 of 24”) as a clock position, the riddle means 5 o'clock. Looking at the group of 


‚_ THEMERO'S CACHE {rocks jutting out of the water as a circle, move to the ones in the bottom-right section, 
| (see page 230) where a needle would point to show 5 o'clock. You will find a treasure chest hidden | 
Í ! between the rocks. Í 
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Ì Speak to Bolson in Hateno village. He and ien men are at at eon a house just 
| SIDE QUEST: \_south of Firly Pond. He will sell you the house in exchange for 3,000 rupees and 30 
& HYLIAN HOMEOWNER | bundles of wood. You must then invest more rupees for furniture and other upgrades. | 
(see page 231) This is a long-term task, though you can satisfy both initial objectives rather quickly by 
selling gemstones, and by felling trees with bombs. 


| | SIDE QUES After you have purchased a house as part d the “Hylian Home” side quest, | 
| & | FROM THE GROUND UP | speak to Bolson and Hudson. Once Hudson has departed for the Akkala region, meet | 


him on the small island in the middle of Lake Akkala. He will require your help to 


232 
edn, gather more wood and to recruit people for his new village: Tarrey Town. 


GE BREATHE WIED 


8 WALKTHROUGH 


®& 


mw Na'eh Shrine 


®& 


Kam Urog Shrine 


Tähno O'ah Shrine <@> 


\ HATENO TOWER ® 
Myahrit Agatia Shrine 


® 


Tâwa Jinn Shrine 


® 


Chaas eta Shrine 


‘The Hateno Tower is overrun by brambles. While you can burn ie, this is a waste 


of time and resources: ie makes more sense to jusc carefully navigare the hazards. 


The southeast face of the tower’s base is accessible, so start your ascent from 
there, stopping at each ledge on the way to refill your stamina bar. You must 
descend towards a ledge ro your left approximately halfway througb the climb, 
When you make it to the top, activate che tower, then glide directly to Hateno 


Village's entrance. 


Speak to Symin inside che Tech Lab, then ro Purah. She will ask you to light 

the furnace on the Iech Labs outer wall with a blue flame. To do this, you must 
retrieve tbe blue flame from che ancient furnace, located a short distance to the 
west of your current position. Don't forget to pick up the torch inside the Tech 
Lab, as this will make your task much easier, Light your torch wich the blue fame 
at the ancient furnace, then head back to the Tech Lab, making sure you light 
every lantern you encounter on the way. You can use these to retrieve the blue 
flame if, for example, your corch is destroyed, or should it start raining. Once the 
Tech Lab's furnace (to the left of the main entrance) is lit up wich the blue flame, 


speak to Purah ro activate che Guidance Stone. 


‘The easiest captured memory spot to reach is most likely the second from the 
left in the top row. Fast cravel to che Oman Au Shrine on the Great Plateau (the 
very first shrine you completed, where you acquired Magnesis). From here, jump 
over the Great Plateau's edge and glide to the north. You will find the interaction 
point shown on the above screenshot in the woads, close to che lake’s west shore. 
Press @9 to recall the events that occurred at this location. After the cutscene, 
warp back ro Impa at Kakariko Village. 


Ihe Ancient Tech Lab is located at che far end of the village, at the cop of 


a distincrive rock outerop to the east. There are many points of interest on 


search of 


he town 


the way, including a local shrine; feel free to explor: 


equipment and side quest opportunities. 


Select your newly acquired camera rune and take a photo of Purah, chen talk co 


her again. After the ensuing cutscenes, you will receive a new objective: speaking 


to Impa. You can fast travel to her almost instantly if you have activated the shrine 
overlooking Kakariko Village (Ta'loh Naeg Shrine). This completes the “Locked 


Mementos” main quest, and unlocks a new one: “Captured Memories”. Your 


objective here is to travel to one of the places shown in any of the 12 photos stored 


in your Sheikah slate album. 


After Impa rewards you with the champion’s tunic, a very useful armor piece thar 
reveals enemy health points, speak to her again and ask about the four Divine 
easts. Each of these represents a main quest line that will take you to a specific 
region of the world and conclude with a dificutt dungeon that you must clear. 
You can complete them in any order thar you prefer, wich the difficulty of their 
final bosses scaled to your current progress. In other words, if you complete the 
Divine Beast Vah Ruta dungeon first, its boss will be ser at the easiest difficulty 
level. Once you defeat him, the other three will become harder to beat. After a 
second Divine Beast victory, the remaining cwo will become even more deadly; 
the last will be faced in its most perilous and pitiless configuration. For this 
reason, and based on the nature of each of these battles, we suggest that you 
begin with Divine Beast Vab Ruca (starting overleaf), then proceed in turn to 
Divine Beast Vah Naboris (see page 68), Divine Beast Vah Medoh (see page 
80), and finally, Divine Beast Vah Rudania (see page 92). Our Walkthrough will 
follow chis order, but feel free to proceed otherwise if you prefers follow che page 


references listed here to jump to the appropriate sections of che chapter. 


ï 
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| 


| 
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Ás you spend more time in the world of Hyrule, you will gather more and 
more resources. Soon, you will face situations where vou cannot pick up 
new weapons, bows, or shields, because your inventory is full. This short 
section will help vou to make informed decisions whenever you might 
need to leave equipment or items behind. 


INVENTORY MANAGEMENT (SEE PAGE 22) 


b_Durability: Durability is a hidden attribute that determines how 


many times you can use a piece of equipment. Every weapon, bow, 
and shield has such a value. Each use reduces their durability, until 
the value reaches 0 — at which point, the item will break. This makes 
durability one of the key factors to take into account when managing 
equipment. If you have been using a sword for a while, for example, it 
is likely to break soon. Replacing it with a new one that you find can 
therefore make sense, even if the new blade has slightly lower stats. 
When an item is about to break, a message will appear on your screen 
as you wield it; it will also flash red in your inventory. 


Special bonuses: As you make progress in the adventure you will 
begin to receive equipment with special boons, such as bonuses to 
durability, damage, critical rates, and so forth. This will happen only 
occasionally at first, but becomes commonplace later on. These perks, 
which are represented by a small symbol in the top-left corner of an 
object's window, can be quite significant. As a general rule, items with 
a bonus are almost always preferable to those without. 


Weapons: There are many types of weapons, each with its own 
applications. You should ideally have a varied range at your disposal 
at all times. This is what makes collecting Korok seeds so important, 
expanding vour tactical possibilities. 


* One-handed weapons tend to have limited power, but they 
enable you to hold your shield simultaneously; it's easily the most 
flexible option. Against enemy types that you are not familiar or 
comfortable with, these are always a safe bet. 


* Two-handed weapons, by contrast, can deal impressive 
amounts of damage, but are incompatible with shield usage. You 
must sheathe them before you can draw your shield. They are also 
slower, and therefore require more expertise to wield with the 
composed precision that is necessary to make best use of them. 


* Spears generally have low attack stats, but they compensate for 
this with their long reach and high attack rate. You can use them 
to hit enemies from greater distances, impeding their ability to 
retaliate. They are also helpful against tall or airborne adversaries. 
Like two-handed weapons, they must be sheathed before you can 
draw a shield. 


* Elemental weapons are imbued with fire, ice, or electricity. 
Even if their raw stats are unimpressive, these are often worth 


PRIMER RECAP (CONTINUED) — 


holding on to. Fire weapons can set things ablaze and kill ice- 
imbued enemies instantly. Ice weapons can freeze a target, with 
the subsequent attack inflicting triple damage. Shock weapons can 
temporarily stun susceptible opponents. 


bp Bows: There are two main types of bow. 


* Standard bows fire a single arrow at a time; they generally 
boast high damage values. 


* Multiple-shot bows have a lower base damage stat, but they 
shoot multiple arrows simultaneously (x2 means two arrows, x3 
means three arrows — each inflicting the stated damage total), 
while consuming only one arrow. There are many situations where 
this can prove useful. You can, for example, employ these bows 
to cause an elemental effect multiple times, or to improve your 
chances of hitting a target. 


p_ Arrows: Arrows are a key part of your arsenal throughout the 
adventure. You should ideally keep a large stock of them (at least 20) 
at all times. They are required for the completion of many puzzles 
in both shrines and dungeons, enabling you to cute ropes or to 
hit crystals, among other applications. Basic arrows can be farmed 
in large quantities on the path that runs alongside the Zora River, 
leading to Zora's Domain. Elemental arrows can be purchased in 
certain stores, found in treasure chests, and are dropped by specific 
enemy types. 


b_Shields: Shields are an integral part of your combat loadout. Their 
durability is such that they rarely break when you block melee attacks. 
On the other hand, charged laser beams fired by Guardians can 
destroy a shield instantly. Whenever you attempt to perfect-guard one 
of these attacks, you run the risk of losing your current shield if you 
fail, so consider equipping your weakest one in such instances. 


Pp Armor: Link's armor determines how well he resists damage. The 
defense value of each piece of apparel he wears is cumulative, and the 
total corresponds to his overall defense, The higher Link's armor- 
induced defense stat is, the less damage he takes from enemy attacks. 
Armor is primarily available in armor shops found throughout Hyrule. 
Certain valuable pieces can also be secured in treasure chests hidden 
in specific shrines. Many outfits provide bonus effects in addition to 
their defense attribute, such as resistance to an element or increased 
climbing speed, making them even more precious. 


bp Restorative Items: Though many fruits and vegetables can 
be consumed raw, the best restorative items are those produced by 
cooking. Before you undertake any significant challenge, such as 
exploring a dungeon, you should ensure that you have a wealth of 
powerful dishes at your disposal, capable of replenishing most, if not 
all, of your health bar. Food or elixirs that grant special effects such 
as extra yellow hearts, enhanced movement speed, and increased 
defense can also prove very useful against bosses. 
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Retrieve 20 shock arrows on Ploymus Mountain, then glide to 


Sidon’ s position on the pier of East Rese 


Neutralize the Divine Beast. 


Clear the Divine Beast Vah Ruta dungeon. 


ir Lake and speak to hi 
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SIDE QUEST: 
SPECIAL DELIVERY 


(see page 236) 


SIDE QUEST: 
DIVING IS BEAUTY! 
(see page 237) 


ee 


SIDE QUEST: 
EYNEL SAFARI 


(see page 237) 


SIDE QUEST: 
FROG CATCHING 


(see page 237) 


SIDE QUEST: 
THE GIANT OF RALIS 
POND 


STONE GATHERING 
(see page 238) 


SIDE QUEST: 
A WIEE WASHED AWAY 


(see page 239) 


SIDE QUEST: 
RIVERBED REWARD 


SIDE QUEST: ZORA 
STONE MONUMENTS 
(beef page Ep 
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| SIDE QUEST: LUMINOUS | 


You can find step-by-step solutions for all shrines and shrine quests in the | 


Lanayru Tower region on page 130. 


| After clearing the Divine Beast Vah Ruta dungeon, ‘speak to Finley on n the 


Bank of Wishes, in the valley leading to Zora's Domain. When she throws 
a letter down the river, follow it until it ends up in a small inlet at Mercay 


Island. Speak to the man making camp there, Sasan, then return to Zora's | 


|_Domain where Finley. and Sasan await. 


After initiating the Divine Beast Vah Ruta main quest, speak to > Gruve near | 


the stairs leading to the throne room in Zora’s Domain. Dive from the 
edge of the platform next to him, then swim back up the waterfall with 


| the aid of the Zora Armor. 


(see page 238) | 


Ô 


(see page 239) | 


Luto’s Crossing. 


After initiating the Divine Henk vah Ruta: main vanest, speak t to > Lafiat, a 
few steps to the east of the stairs leading to the throne room in Zora’s 
Domain. She needs a picture of the Lynel that roams on Ploymus 
Mountain. The main quest in this region takes you there, so just take the 
photo in question on your way to Divine Beast Vah Ruta; you can return 
to Laflat later. 


Speak to Tumbo during the day at Zona’ s De he's: sa ‘child that runs | 


around the statue opposite the shrine. He asks you to find five hot-footed 
frogs for him. During rainy weather, these frogs are usually plentiful near 
bodies of water such as Ralis Pond or the small pond to the south of 


After clearing the Divine Beast Vah Ruta dungeon, speak to Torfeau at the 
plaza underneath the throne room in Zora’s Domain. Head to Ralis Pond, 
to the southwest, and eliminate the Hinox there. 


After dlearing the Divine Beast vah Ruta den oek to 5 Ledo, who 
needs 10 luminous stones. You can find multiple ore deposits with these 
minerals on the plateaus overlooking the northwest bridge of Zora’s 
Domain. 


After clearing the Divine Beast vah Ruta ‘dungeon, speak: to > Fronk. He 
can be found during the day on a round platform a short way east of the 
general store in Zora’s Domain. You can find his wife at Lake Hylia, in the 
Lake Tower region, usually. on the small islet east. of Hylia Island. 


Speak to Izra, on the shore of the river right by the Wetland Stable. He 
needs your help to lift a treasure chest out of the water — which is easily 
achieved with Magnesis. 


After clearing the Divine Beast vah Ruta ‘dungeon, speak to > Jiahto, 2 at t the 
far end of the plaza underneath the throne room in Zora’s Domain. He 
will ask you to search for 10 stone monuments in the surrounding area. 
You can find a map showing | their positions on page 2 40 
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From Kakariko Village, you are very close to the Lanayru region. 
8 J ) ) 
Make your way up to the shrine that overlooks the village and then 
) yup 5 
glide to the north, in the direction of an archipelago of small islands 
(the closest of these featuring a shrine). You can then head to the 
northeast, in che direction of Lanayru Tower. 


The trek along Zora River poses no great challenge, though you will 
experience occasional encounters with Octoroks. Eliminate these 
with bombs to spare your arrows. They will often drop octo balloons, 
a useful item that can simplify certain puzzles; it's a good idea to 
stockpile them when you can. There are zapshrooms growing at the 
foot of trees encountered along the way. Be sure to gather plenty of 
these: they can be cooked to provide protection against electricity. 


After you pass Oren Bridge, you must dodge boulders rolling in your 
direction, but you have plenty of time and space to do so. Shorty 
afterwards, a large boulder will block your path. You can either 
climb it, or cast Stasis on it and strike it multiple times, then sprint 
through before it rolls back down. A battle against multiple Lizalfos 
awaits on the other side. Lure them to your position in small groups 
if you can, or try to open hostilities with a sneakstrike. The rest of 
the journey to Zora's Domain is entirely straightforward. 


The easiest way to climb Lanayru Tower is to make your approach 
from the northwest. Climb up the long ladder leading to the top of 
the lookout platform, then glide from here to the tower itself. The 
rest of the ascent is undemanding. Activate the terminal at the top 
to reveal the map for this region. Once you are ready, glide down to 
Inogo Bridge, to the east, to trigger a cutscene and meet Sidon. ‘This 
will trigger a new main quest: “Reach Zoras Domain”. 


When you reach the Tabahl Woods, be prepared to face multiple 
Lizalfos archers. These will fire shock arrows at you, so this might 

be a good time to drink the electro elixir that Sidon gave you ar the 
bridge. Use cover points during your approach and eliminate each 
creature with quick melee combos. Your priority in this area should 
be to pick up as many arrows as possible. These will prove handy in a 
forthcoming challenge. 


When you reach the village, activate the local shrine, then visit King 
Dorephan in the throne room on the top floor. This completes the 
“Reach Zora's Domain” main quest, and triggers “The Divine 
Beast Vah Ruta.” Your first objective in this mission is to speak to 
Muzu at the plaza just in front of the local shrine. After your first 
conversation with him, equip the Zora Armor received from the king 
and speak to Muzu again. 


Your next goal is to retrieve 20 shock arrows on Ploymus Mountain. 
You can reach this area via the east exit of Zora's Domain. With the 
Zora Armor equipped, swim up the waterfalls by pressing @® uncil 
you make it to the cop of the mountain. Run up the slope leading 
to the summit, collecting any shock arrows embedded in trees along 
the way. 


Once youre ready to proceed, head to the mountain's peak to the 
southwest: Shatterback Point. You can glide from here direcdy to 
Sidom’s position on che pier at East Reservoir Lake. Speak to him 
and agree to begin your assault against the Divine Beast. 


Every time you survive an ice block barrage, Sidon will take you to 
the monster. Press @ while passing close to a waterfall: this will enable 
you to swim upward and be propelled high in the air. Ar the peak of 
your flight, aim a shock arrow at one of the pink-glowing devices on 


Vah Ruta's back. If you're quick, you can hit two consecutively, but 
this is not easy. If in doubt, take them out one at a time. 
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On the plateau there are many more shock arrows. Try to grab as many 
as you can. You need 20 to move on to the next step of the quest, but 
any extra arrows will be more than welcome. The challenge here is that 
a fearsome Lynel roams the area. This enemy can be defeated, though 
doing so requires advanced equipment and skills (see page 320). Unless 
you are a true master of the perfect guard move, and in possession of INDER 
powerful weapons, this is probably a fight you should leave for later. 
‘The Lynel has above-average detection capabilities, so stay out of sight 
and crouch-walk whenever required. Naturally, any stealth bonus you 
can trigger here will help. Don forget to rake a picture of it if you are 
working to complete the related side quest. 


& 


As you ride on Sidon's back, the Divine Beast will regularly harl 

ice blocks in your direction. The best way to destroy these is wich 
Cryonis. Activate this rune and look in the direccion of the incoming 
@ vo shatter 
ing the il Hr Nanc Ee 


projectiles; whenever you have one in your reticle, pre 
it. If you struggle, a less-than-polished approach of pres 
button repeatedly while moving the camera can suffice. 


There are four devices to hit in total. Every time you hit one with a 
shock arrow, a new loop will begin: you destroy the ice blocks chrown 
at you, swim up a waterfall, and shoot a glowing device. The sequences 
where you need to shatter ice projectiles become increasingly difficult, 
though. Each further series consists of more and more projectiles, and 
spiked ice boulders will be added to the mix. These behave differendy: 
they are partly submerged during their approach, leaving less for your 
Cryonis reticle to aim at. Take your time and do not panic, tracking 
each one methodically and aiming just above the water’s surface. After 
a few waves, you should gert the knack of this maneuver. Once all four 
devices have been hit by a shock arrow, the sequence will end and you 
can finally enter the “Divine Beast Vah Ruta” dungeon. 


ft 


‘This dungeon will become available as a fast travel position from the 
moment you reach it. This means thar you can warp in and out of ic 
at your leisure, which is useful if you lack a vital item or simply need 
to restock. Important resources to bring along in large quantities 
include dishes with healing properties, powerful weapons (with an 
attack value of at least 15), and arrows (ideally 30 or more). When 
you feel sufficiently prepared, fre an arrow at the glowing eyeball 

at the top of the ramp in front of you: thís will remove the Malice 
goo thar blocks the entrance, Some of these goo structures include a 
“mouth” that regularly releases flying we enemies. Destroying the 
eyeball will rid you of the “mouth” as well. It therefore makes sense 
to eliminarte these eyeballs as a matter of priority every time you 
encounter one. 


CONTROLLING DIVINE BEASTS: The Divine Beast's map is 
three-dimensional: you can rotate it as you please wich ®. Your goal 
is to examine the dungeon's five terminals, represented by glowing, 
orange dots (®). To do so, you must exploit one of che Divine 
Beasts’ key features: they are articulated machines that you can partly 
control. In the case of Vah Ruta, you may freely move the elephant's 
trunk. The increments by which you can change the trunk's angle are 
represented with purple icons (@). Select one with ® and @, then 
execute the command with ®. This is an important point that is 
easily overlooked: its only by pressir g® that yon will make the trunk 
actually move. It will then take a few seconds for the Divine Beast to 
react accordingly. This concept applies to all dungeons. 


Go through the gate opposite the dungeon's entrance and run up the 
ramp. When you reach the top, take a right and defeat the Guardian 
Scout in the room wich the warermill, 


FIRST TREASURE CHEST & MAP TERMINAL: There is a 


second eyeball waiting for you in the main room, just below the 
surface of the water. Move close co it, in the room’s corner, and hit it 
with an arrow. This will free the nearby gate of Malice goo, enabling 
you to lift it wich Cryonis. After you summon a block of ice hens 
the gate, head chrough and activate the terminal to receive the 
dungeon's map. Note that you can find a first chest submerged in the 
water, at the base of the waterfall: grab it with Magnesis to retrieve 
its contents. 


FIRST TERMINAL: Return to the first room you visited (where 


you eliminated the two eyeballs) and grab the cogwheel’s handle 
with Magnesis. Rorate it clockwise until the terminal is fully out 
of the water. You can then walk over and activate it. 


SECOND TERMINAL: If you look inside the rotating watermill, 

you will notice that ir features a terminal. However, you cannot reach it 
because of the pool at the watermilfs base. Wait until the terminal is close 
to the bottom of the wheel, then use Cryonis to summon a block of ice 
that will obstruct the flow of water from the fountain. This will stop the 
watermill and drain the pool, enabling you to access the terminal. 


SECOND TREASURE CHEST: Free the flow of water from the 
fountain to make the wheel spin again. Step on one of the cogwheel’s 
teeth, making sure thar it and the tooth in front are free of Malice goo. 
When you are ar the uppermost point of the cogwheel’s rotation, 
glide to the top of the wall on which the fountain ís built. This will 
give you access to a second treasure chest. 


s trunk to its fourth increment from the top. 
“This will cause the water flowing from the trunk to make the second, 
larger watermill spin. 


THIRD TREASURE CHEST: Standing between the two watermills, 
look in the direction of the larger one. When you notice a tooth 
with a treasure chest pass in front of you, hop on the next tooth and 
move forward until you are not pulled down by gravity anymore. 
Fire an arrow at the eyeball to remove the Malice goo and you 

can subsequently access the third treasure chest. Once the wheel’s 
rotation has taken you to the platform on the other side, hop to it. 
Eliminate the Guardian Scout, then step on the nearby floor switch. 
This will create a waterfall that you can now use to swim back to che 
upper floor wich the Zora Armor. 


THIRD TERMINAL: This terminal lies behind a barred gate. ‘The gate 
is eemporarily unlocked when the nearby orb moves into the concave slot. 
You can extend this time window by casting Stasis on the orb just before it 
slides downwards — in other words, when ir is to your left. This will enable 
you to wait for the terminal to pass right in front of you, with the gate scill 
raised. Examine it and the gate will remain permanently open thereafter. 


From the floor switch, glide to the walkway connected to the large 
watermill, and then look toward the watermill, 


FOURTH TREASURE CHEST: Remain on the same walkway and 
observe che treasure chest that is sandwiched between two concrete blocks. 
‘The blocks will move along their slider under the effect of gravity. If you 
stop the farther of the two just in time as they are aligned horizontally to 
your dight, only the other block will slide down, leaving you free co jump 
on it and retrieve the contents of the chest before Stasis ends. 


Glide down to the pool on the bottom floor, then swim upward to 
return to the top of the waterfall. Head inside the corridor beyond it. 


FIFTH TREASURE CHEST: At the end of the corridor, open the 
map menu and lower the Divine Beast’s trunk to its lowest position. 
This will enable you to walk on the trunk itself. Shoot an arrow at 
the eyeball to remove the Malice goo and open the treasure chest. 
Now raise the trunk again and, once it is high enough, glide co 


return to the corridor from which you arrived. 


Still in the corridor, move the trunk to its lowest position. Once it 


stops moving, glide to the small platform on the tip of the trunk. 


SIXTH TREASURE CHEST: From the fourth terminal, glide to 
the platform on your left, which features a treasure chest covered with 
Malice goo. Stand in the top-right corner of that platform, and aim an 
arrow at the eyeball on the opposite platform. Hitting, ic will remove 
the goo. 


FOURTH TERMINAL: From your position at the tip of the trunk, 
open the map menu and move the trunk again, this time to the 
fourth increment from the top. During the command’s execution, 
readjust Link's position so as to remain at the top of che structure. 
When the trunk stops, you will end up in front of the fourth 
terminal. Examine it. 


You can now glide to the nearby central platform — the top of the 
Divine Beast's head. Drop down through the small hole in the middle. 
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When you land on a semi-circular ledge, immediately eliminate FIETH TERMINAL: Open your map menu and move the trunkto _ : wt 
the eyeball on the ceiling with an arrow. Once the Malice goo has the fifth increment from the top. This will cause the flow of water to 
disappeared, grab the nearby handle with Magnesis and rotate it extinguish the flames around the terminal directly below. Drop down 
clockwise until che hatch in the ceiling is completely open. and examine it. 


SEVENTH TREASURE CHEST: From che fifth terminal, drop MAIN CONTROL UNIT: The final step to clear this dungeon is to 
down to the ledge direcely below to find this dungeon's final treasure glide down back to the entrance, The main control unit is found in VINE-BESST 
chest. the only room that you havent explored yet, opposite the waterfall. HNABORIS 

Interacting wich it will erigger a boss battle, so make sure you are 

fully prepared before proceeding. Having a large stock of arrows and 

a selection of powerful weapons will definitely help here. 


| FIRST PHASE 


Waterblisht Ganon performs melee attacks with 


be ready to dodge or perfect-guard ar all times. 


When you stand very far from Waterblight Ganon, it will often Over medium distances, Waterblight Ganon will often launch a 
throw its spear at you. This is foreshadowed when the creature pulls sweeping attack — which you can identify when you see its arm moving 
|_its arm backward, as illustrated here. The best way to avoid the attack _ far to the side. The best counter against this is to perfect-dodge the 
| is with a side hop or by sprinting perpendicularly to the incoming blow: execute a backflip a fraction of a second before the blade hits you. 
projectile. ‘This will give you an opportunity to unleash a flurry rush. A spear-type 


weapon can prove very efficient here. 


When you are within melee range, Waterblight Ganon will also At very close range, Warterblight Ganon will often plant its spear in the 
‚regularly perform a thrust attack. Whenever you see the monster ground, causing, a blue shockwave thar is very hard to avoid. Sprinting 
|__move its arm to its hip, be ready to side hop, ideally within perfect away is the best course of action here. 


dodge timing requirements so as to follow up with a Hurry rush. 


After dealing significant amounts of damage, you 
will occasionally cause your foe to collapse. Use these 
opportunities to rush to it and unleash combos wich 
your most powerful weapons. 
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SECOND PHASE 


Once Warerblight Ganon's health reaches che 50% threshold, it will change strategy and switch to ranged attacks. ‘The combat arena itself is 
modified, consisting of four square platforms surrounded by water. 
| : 
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WATERBLIGHT, GANON 


Waterblight Ganon usually starts che second phase by hurling an ice ‘The most obvious way to deal damage to this boss is with arrows. Aim iINtROD 
block in your direction. Have your Cryonis rune at the ready: this 


will enable you to shatrer the projectile before it reaches you. 


at Waterblight Ganon’s blue eye to reduce its health more rapidly. If you 


run out of ammo, throwing remote bombs is also a possibility, though 


they are less powerful and have a more limited range. 


Whenever Waterblight Ganon warps to another platform the loop is 
repeated, with one cavear: the lower its health, the more ice blocks it 
will throw at you. If you have Cryonis ready and sweep the screen wich 
your reticle, destroying all projectiles should pose no particular problem. 
If you do struggle, consider diving in the water and seeking shelter 
behind a platform. 


|_ Alternatively, you can also try to swim to the monster’s position and 
\_assail it wich physical attacks. Swimming is a slow process, though, 


and the small size of the platforms means that this is not always a 
practical solution. This strategy works better with weapons with 
reach, such as spears; short blades will often fail to hit home. Overall, 
though, arrows are a much more reliable option for thís battle. 
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|__From time to time, Waterblight Ganon will target you with a red When Waterblighe Ganon finally falls, be sure to collect the heart 


laser beam, just like Guardians. After a charging process, the beam 
soon reaches full power and is fired at you. The only efficient counter 
to this is to perfect-guard the beam precisely as it is about to hit you; 


container. You should note that this is your last chance to open any 
treasure chests you may have missed in the dungeon, as you will not be 
able to return after you leave. Once outside, you will recieve Mipha's 
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Grace (6) , a restorative power that resurrects Link wich full healch 
plus five temporary bonus hearts when he sustains critical damage. You 
should note, though, chat every activation is followed by a long cooldown. 
Last but not least, you can collect a Lighrscale Trident from the nearby chest 
after a final conversation with King, Dorephan in the throne room. Once you 


this will deflect it back to the boss, causing significant damage and 
temporarily incapacitating your foe 


As you are inevitably close to 
your enemy here, there's very little time to react. You must execute 
the parry command right as the beam of energy is about to be 
unleashed, as illustrated in the accompanying picture. 

have your rewards, you will be ready for the next major quest line. This takes 
place in the Gerudo Desert, situated in the southwest corner of Hyrule. 


GERUDO zh 


WALKTHROUGH SUMMARY (SEE OVERLEAF FOR DETAIL LS) Í ee) 


DESCRIPTION 


}_Find a way to enter Gerudo Town and speak to Riju, the chief of the | 
Í Gerudo. 


Make your way inside Divine Beast Vah Naboris. 


Clear the Divine Beast Vah Naboris dungeon. 


ICON. 


| 
| SHRINES & SHRINE 
| 


You can find step-by-step solutions for all shrines and shrine quests in the Wasteland 
QUESTS Tower region on page 150. 
| SIDE QUE : WANTED: 


GOOD-SIZED HORSE Speak to Zyle in the Gerudo Canyon, northeast of the Wasteland Tower. If you have a 
í (see page 250) spare registered horse, summon it from the Gerudo Canyon Stable and take it to Zyle. | 


ee eee MAR 


| RL Speak to Pirou at the Gerudo Canyon Stable. He requires 55 rushrooms, the purple 
| (see page 250) fungi that grow on cliffs. 

| SIDE QUEST: | Speak to Sesami at the Gerudo Canyon Stable. He asks you to find four of his_ 
| MISSING IN ACTION | friends in the Koukot Plateau area. You can find them all on the elevated wooden | 
walkways built on the cliffs of the canyon to the north of Koukot Plateau (north of the | | 


Wasteland Tower). 


(see page 250) 


SIDE Quest. ‚Speak to Guy at Kara Kara Bazaar. He needs a chille elirie, which SE can Bk bi | 
}_combining a winterwing butterfly and a monster part. These insects are common in | 
(see page 251) the Gerudo Canyon and on the high plateaus surrounding the Wasteland Tower. | 


SIDE QUEST: Speak to Isha in Gerudo Town, outside the jewelry shop. She requires 10 pieces of _ | 
TOOLS OF THE TRADE flint to reopen her shop. You can acquire this resource by destroying ore deposits in | 


Î 
Í 
| (see page 251) | mountainous regions. 


SIDE QUEST: Speak to Malena in the west part of Gerudo Town. She requires Molduga guts, which | 


| | 

| | MEDICINAL MOLDUGA | you can obtain by defeating a Molduga. The one closest to your position roams in the | 
| |__ _Geepage252) _\_Toruma Dunes, to the west of Gerudo Town. 
| | Once you have bought the Gerudo outfit from Vilia during the main quest, equip 

| SIDE QUEST: THE __| it and speak to Bozai, a man who jogs around Gerudo Town during the day. If you 

| |__EIGHTH HEROINE ask for his boots, he will eventually trigger the quest. The statue he refers to can be 

| | (see page 252) found to the northwest of the Gerudo Summit, in the Gerudo Highlands. Stand on 

| | ‚_ the statue’s joined hands to photograph its torso, then show the picture to Bozai, 

| | \_After completing “The Eighth Heroine,” equip the Gerudo outfit and speak to Bozai 

| |___ SIDE QUEST: THE again — he now waits under a canopy close to Gerudo Town's main entrance. This 

| ‚FORGOTTEN SWORD {time he needs you to photograph the missing sword from the statue featured in his__ | 
| (see page 252) previous quest. The blade can be found at the top of the Gerudo Summit, at the heart 


of the Gerudo IRD 


Arien: If you examine the back door of Gerudo Town’ s armor r shop, to 0 the southeast of the 
SIDE QUEST: THE | | 
SECRET CLUB'S SECRET | _premises, you will be asked for a password. You can learn this from the women in the | 
bar in the north part of town. Head to the adjacent building and eavesdrop on them 
through the window. Return to the secret door with the password to open it. 


(see page 251) 


A second Great Fairy Fountain lies to the southwest of Gerudo Town. Assuming you 


GREAT FAIRY FOUNTAIN 
have freed the previous great fairy at Kakariko Village, you must offer 500 rupees to 


Î | unlock her services | 
Le | SIDE QUEST: After clearing the Divine Beast vah Naboris dungeon, interact with the T hunder 
| ‚_ TMETHUNDER HEIM {Helm next to Riju inside her mansion. She will agree to give it to you once you have | 
| (see page 253) |_ completed all other side quests in Gerudo Town. | 
| | | After clearing the Divine Beast Vah Naboris dungeon and: starting the quest called * The 
| | SIDE QUEST: Thunder Helm,” speak to Dalia in the north corner of Gerudo Town. She will ask you to 
| | THE MYSTERY ‚_ investigate the pollution of her water source. Head to the town’s west corner and take 
| & | |_to the rooftops. Talk to Calyban, a woman eating hydromelons. She will stop polluting 
| (see page 253) | the water if you give her 10 wildberries. The plateau directly north of the Gerudo Tower 
| Ì features a few trees; you will find sufficient wildberries at this location alone. 
| | |_After clearing the Divine Beast Vah Naboris dungeon and beginning “The Thunder 
| SIDE QUEST: ‚_Helm,” speak to Liana, the trainer in the courtyard in the west corner of Gerudo E À 
| Kid | THE SEARCH FOR BARTS «Town. Head to the Gerudo Great Skeleton, in the far southwest of the region, and ; en 
| | (see page 253) |_you will find Barta under the fossil's head. Give her a hearty durian (which you can, 


purchase from the fruit in Gerudo ve her, then 
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‘The fastest way to begin your journey to the Gerudo Desert is to 
warp to the Keh Namur Shrine, at the western edge of the Great 
Plateau. Glide to the southwest (with the Jee Noh Shrine directly 

on your way), then head through the Gerudo Canyon. The path is 
entirely linear, with only occasional enemy encounters. Try to collect 
multiple winrerwing bucterflies and cold darners as you progress in 
the canyon: their hear resistance property when cooked will come in 
handy very soon. 


From the Gerudo Canyon Stable, climb the cliff to the south until 
you reach the top of the scaffolding. From here, use the wooden 
ladders and bridges to make your way toward the Wasteland Tower, 
clearly visible in the distance. 


From the top of the Wasteland Tower, you have a clear view of your 
objectives in the distance: Kara Kara Bazaar to the west, and Gerudo 
Town beyond. Glide in their general direction. The length of your 
stamina wheel will determine how far you can go, and therefore how 
much of the journey you must complete on foot. Note that winterwing, 
butterflies can often be found on the plateaus close to the tower. If you 
dont have any yet, make sure you collect a few to be able to cook chilly 
elixirs by combining these insects with monster parts. 


Make a stop at the Gerudo Canyon Stable to assess your resources. 

‘The desert you are about to explore features extreme heat during 

the day and deadly cold at night. You should definitely have armor 

with cold resistance by this point, such as the warm doubler; if not, 

purchase suitable garb from che Hateno armor shop, or use the spicy 

peppers that grow behind the stable to cook appropriate dishes. Heat 

resistance is another matter entirely. You cannot count on suitable gear pel 
at chis stage, so elixirs are your best choice. Cook any cold darners and 4 
winterwing butterflies that you collected along the way with monster 

parts: this will creare chilly elixirs that provide hear resistance. Craft f Lj 
several of these before you depart. Other ingredients chat will enable 


you to stay cool include chillshrooms and hydromelons. 


The Wasteland Tower is surrounded by a bog. If you should fall in, 
you will be instantly taken back to your previous spot on dry land 
with one fewer heart. Gliding to reach che tower is not an option 

as strong winds seem to perpetually blow against you. The best 
solution, then, is to summon blocks of ice with Cryonis to make 
your way to the tower. Climb to the top and activate the terminal to 
reveal the regional map. 


You cannot enter Gerudo Town for now as only women are accepted. 
However, if you speak to Benja, between the city gate and the shrine, 
he will tell you about a man at Kara Kara Bazaar who found a 
solution ro this problem, This will trigger the “Forbidden City 


Entry” main quest. 


Next, head back to Gerudo Town. Wearing the complete set 

of Gerudo clothes, you can enter the city wichout drawing any 
attention. This compleres the “Forbidden City Entry” main quest. 
Make your way to the main building at the opposite end of the town 
and speak to Riju to trigger the “Divine Beast Vah Naboris” quest. 
Next, visit the courtyard in the town's west corner to speak to Teake. 


Head back to Kara Kara Bazaar and climb to the top of the rock 
peak above the inn. Speak to Vilia and rell her she's “very beautiful.” 
She will chen propose that you buy her clothes for 600 rupees. 

If youre short on funds, consider selling gems to any of the local 
vendors. This step is essential to advance the storyline. 


Your new objective is to infiltrate the Yiga Clan Hideout, at the 

end of the Karusa Valley to the north of Gerudo Town. The most 
efficient way to complete the journey is to rent a sand seal for 20 
rupees from the town’s northwest gate. Sand seal controls are very 
similar to those for horses: you steer with © and dash wich ®. Once 
mounted, it's time to venture deep into the Karusa Valley. 


When you reach this cliff, your sand seal cannot proceed any further. 
Climb up, then go the rest of the way on foot. You will likely encounter 
your first enemy from the Yiga clan outside the hideourt’s entrance. Yiga 
Foorsoldiers are relatively simple to defeat, either with arrows at long 
range or standard attacks up close. Their signature move is to disappear 
and reappear anywhere, though their laughs tend to clearly telegraph 
their approximate position. Consider a brief detour to the south to 
unlock che Sho Dantu Shrine before you proceed: this will create a 
handy fast travel position for future use. 


Once inside the large, round room, pick up a torch and light it 
using any of the nearby braziers. Now move to the top of each 
flight of stairs and ser the wall hangings ablaze. This will reveal 
small hidden rooms, some containing weak Keese monsters, others 
featuring a treasure chest. One of them (at one o’ clock relative to 
the entrance) is a secret passage leading to the Yiga Clan Hideout. 


Stealth is highly recommended inside the Yiga Clan Hideout. If this is 
not your strong suit, we suggest that you take the most direct path and 
avoid taking risks with treasure chests (there will be an opportunity to 
return and open these without the complexity of potential combatants 
a litdle later). Wich a very well-developed Link it is possible to defeat 
the Yiga Blademasters that appear when you are spotted, bur this is 
unlikely to be the case for you at the present stage. Favor infiltration 
tactics instead, starting with the first Blademaster that you encounrer. 
Dont neglect to pick up the mighty bananas close to the cell, as these 
will prove useful for distractions. Wait until he disappears behind che 
passage to your left, then glide forward and walk down to the steps. 


_APPROACH A 


‘There are two completely different approaches to clearing the next 
main room, though both involve reaching the walkways overlooking 
the room, The frst option (Approach A) is to climb the ladder at 
the end of the corridor. Ac che top, follow the walkway and you will 
find a large pile of mighty bananas and a treasure chest. You can 
now backtrack to the opening in the wall, just before the top of the 


ladder. 


| _APPROACH B 


In the next room, hide behind the large block. Your task here is to 
go through the gate incognito. It is possible to crouch-walk along 
the left-hand wall and pass right by the Blademaster standing at the 
gate, especially if you have stealth bonuses you can secure through 
food or armor. Alternatively, you can draw the guard away from his 
position, either by briefly showing yourself (once a question mark 
appears above his head, be quick to get back behind cover), or by 
throwing a mighty banana into his line of sighe (press ® to toss the 
fruit farther). As soon as he leaves his post, go around the block and 
walk through the gate. 
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From che opening in the wall, drop down to the pillar just beneath 
your current position. Îhe Blademasters on the ground foor cannot 
spot you here. Your objective is to reach the ladder in the nearby 
corner. To do so, sprint and jump to the wooden ledge against the 
wall. When the guard passes below your position, quickly glide to 
the ladder and you should remain completely unnoticed. Climb up 
to the wallkways at the top. 


The second option for reaching the walkways overlooking the area 
is to enter the room from the ground floor, through the opening 

to your right as you come from the previous room. Hide behind 

the small pillars and look at the beige wall coverings on your right 
emblazoned with the Yiga Clan inverted eye emblem. If you shoot a 
fire arrow at the middle one, you will reveal a secret passage. 


Observe the patrol route of the nearby Blademaster. When he turns 
his back on you, quietly walk into che secret passage. You will find 
two treasure chests inside, as well as a narrow opening leading to a 
ladder. Climb co the top of this to reach che upper walkways. 


From the top of the ladder, move along the wall until you stand 
above the Blademaster guarding the exit. Throw a mighty banana so 
that it falls to the ground floor, in the Blademaster's field of vision. 
This will temporarily draw him away. Use this opportuniey to drop 
down behind him and swiftly pass through the doorway. If youre 
interested, there are two chests that you can open before you drop 
down: one at the top of the room'’s central structure, and one in the 
alcove above the doorway. 


“ze Leader of ine Yiga Clan 


MASTER KOHGA 
Lr 


Your opponent cannot be attacked at melee range unless you first stun 
him. From a distance, he will summon large boulders and throw them at 
you. These cannot be stopped, so just sprint sideways to dodge them. The 
most effective strategy is to hic Master Kohga with an arrow or a bomb 
while he is preparing, his next assault, with a boulder held aloft. This will 
cause the boulder to fall on him, resulting in very significant damage. 
While you can run over and assail him with melee combos before he 
recovers, physical attacks actually inflict fairly negligible damage. You will, 
in essence, be wasting weapon durability for very linde benefit. 


Once he has lost two thirds of his health, your opponent will enter 
his final phase. This time, he will summon a spiked metallic boulder 
and try to hic you with it. Naturally, the solution is to reply in kind: 
grab the boulder with Magnesis, position it above your enemy’s head, 
then drop it. 


In the final room, open the treasure chests (you will need to lift the 
ones partly buried in the ground with Magnesis). When you're ready, 
pull the metal wall slab with Magnesis to make it rotate. This will 
lead to a large arena where a boss battle will take place. Make sure 
you have a bow ar the ready. 


Master Koraa 


After you remove one third of his health, Master Kohga will employ 
a new attack: he warps above the hole in the center of the arena and 
summons two boulders that rotate around him for a while, before 
he hurls them in your direction. Align an arrow shot and let fly at 
the precise moment when one of the boulders passes above his head. 
This will lead to the same result as in the previous phase. 


When Master Kohga falls, a treasure chest will appear. Open this to 
obtain the Thunder Helm, which you need to take back to Riju in 
Gerudo Town. Note thar the entire hideout is now empty, so feel 
free to revisit prior areas to plunder any treasure chests chat you may 
have left along the way. Warp to the shrine next to Gerudo Towm's 
entrance once youre ready to continue. 
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THE APPROACH TO DIVINE BEAST 


Head to Riju's mansion. The chief of the Gerudo isn't in the throne 
room, but instead on the floor above. Climb the stairs and return the 
‘Thunder Helm. 


DITC 


You must now meet Riju at the lookout post, to the southeast of 
Gerudo Town. Taking a sand seal is che quickest way to reach your 
destination. You can either rent one, or grab a wild specimen outside 
the city’s northeast gate. Climb the ladder to reach the top of the 
lookout platform where Riju awaits. She will give you 20 bomb 
arrows, which you will need to subdue the Divine Beast. 


During the sand seal surfing sequence, your objective is to take 
down each of the Divine Beast's four hooves with bomb arrows. Be 
sure to move fairly close to them before you shoot to avoid wasting 
your precious ammo. Pressing ® to dash will help you to get within 
range. Each glowing hoof has an individual health bar, Whenever 
you fully deplete a gauge, the glow will disappear and you can move 
oa to the next hoof until all four have been dealt with. 


Throughout the sand seal surfing approach, che Divine Beast will 
regularly target you with lightning bolts, Whenever you notice a reticle 
on Link's body, be sure to remain inside the perimeter of your ally’s 
protective aura. Once the bolt has struck, you will be safe co move out 
to aim your shots uncil the next lightning strike is immminent. 


From the dungeon's warp point, eliminate the Guardian then head to 
the end of che walkway. You will find a glowing eyeball at the top of che 
ramp: shoot it with an arrow to remove the Malice goo and open the 
way to the dungeon's main room. 


MAP TERMINAL: Run to the opposite side of the main room and 
climb up the ramp to your right. This will cake you a terminal chat 
provides you with the dungeon's map. As with the previous Divine 
Beast, your map documents terminals (@) chat you must activate, 
and the mechanical parts of the dungeon’s structure that you can 
manipulate. In this case, there are three circular sections of che 

main room that you can rotate by increments of 90 degrees. Each of 
these “rings” is marked with a purple icon (@): select one, press @ 
to initiate the command, and then ® to execute it. For the sake of 
clarity, we will refer to the ring closest to the beast’s head as the front 
ring; the ring closest to the beast’s tail as the rear ring; and the one 
in-berween as the middle ring. 


Open the map menu and rotate the front ring three times. When it 
stops moving, step on the (currently vertical) walkway chat is to your 
right if you are facing the Divine Beast's head. 


If you look ín the gap that you jumped over before activating che 
first terminal, you will notice a glowing eyeball, Eliminate it wich an 
arrow to get rid of the Malice goo that surrounds ic. 


SECOND TREASURE CHEST: Standing ar the edge of the 
platform wich the first treasure chest, rorate the middle ring once 
more and walk around the edge of the moving surface before you 
fall. Now drop down on the other side, directly next to the second 
treasure chest. Rorate the middle disc again and you will end up 
with the chest right in front of you. 


FIRST TERMINAL: From your position, open the map menu and 


rotate the front ring one more time: the walkway will be horizontal 
again, and you will end up with the first terminal a short distance in 


front of you. Sprint and leap over to it. 


FIRST TREASURE CHEST: Staying where you are, rotate the 
middle ring once and you will soon see a treasure chest within reach: 


glide co ic. 


DIVINE BEAST 
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THIRD TREASURE CHEST: Head to the rear of the Divine Beast 
and you will notice a treasure chest hanging from a rope. Cast Stasis 
on it, then quickly cut the rope with an arrow and prepare yout 
Magnesis rune. As soon as Stasis ends, grab the chest wich Magnesis 
before it falls and pull it back to you. 


EN 


You must now rotate all three discs so that their power cables are 
aligned ar the top of the structure. These cables are represented by a 
colored line segment on the in-game map: green when the cable is in 
its top position, and orange when not. This will trigger the rotation 


of a vertical disc adjacent to the front ring. 


FOURTH TREASURE CHEST: From che top of the rotating disc, 
drop down and glide to the shaft ar the center of the disc. Make your 
way to the end of the shaft, avoiding the various hazards on the way: 
spikes, goo, and laser beams. Shoot the eyeball to remove the Malice 
goo and open the treasure chest. You can now return to the top of 
the rotating disc. 


to the top to find the second terminal. You can now backtrack to the 


main room. 


Head inside either opening on the rotating disc. Once the rotation 
has taken you to the top, you will have access to an exit overlooking 
the Divine Beast's neck portion. First, however, you can open a new 
treasure chest. 


Drop down to the platform with the cross-shaped lever. Pushing ic 
clockwise will trigger the rotation of a small disc on the left; pushing 
it counterclockwise rotates the small disc on the right. Each disc 
features an electrode: your goal is to have boch electrodes at the top 
of their respective discs aligned with the power cables on the floor. 
Deal with the electrodes one at a time. Push the lever slowly in one 
direction until the first electrode is activated, then repeat with che 
other by pushing the lever in the opposite direction. This will raise 
the Divine Beast's neck and activate an elevator platform. 


From the top of the rotating disc, drop down to the long ledge chat 
runs across the disc when its longer side is on the right-hand side 
of the Divine Beast (facing its front, as usual). You can jump to 

the nearby walkway from the edge. Sprint and leap to the central 
platform with che green crystal, chen keep going until you reach the 
shaft at the opposite side of the main room. 


ZELDA 


FIFTH TREASURE CHEST: Before you interact with the sliding Adjust the position of the sliding power connectors with Magnesis 
power connectors, drop down on either side of the Divine Beast’s as illustrated above. Essentially, you need one pair at each end of the 
tail. Draw your paraglider and you can glide to a treasure chest sliders. This will cause the tail section of the Divine Beast to move 
on a small ledge beneath your current position. Glide again to the upward. 


walkway below, which is actually the dungeon's starting point. 
Return to the tail and the sliding power connectors when youre 
ready. 


Rotate any of the three rings in the main room once to cut the Inside the hump, shoot the glowing eyeball, then climb up the ladder 
power; the tail will move back in its original position. Head to the to reach the ledge above the door you just went through. Rotate 
back of the pillar at the tip of the tail, close to an electrode. Now the cross-shaped lever until the power feeds the electrode. This will 
reposition the ring you just rotated in order to restore power: the activate a sliding platform that will rake you to the other hump — 

tail will move upward again, but this time you end up on top of the which we will come back to in a minute. For now, take the elevator 
pillar, which now acts as a bridge. This gives you access to the back down, and shoot another glowing eyeball in the room below. 


hump of the Divine Beast. Note that you will need to move close to Í 
the glowing eyeball blocking your path before you can shoot it. 


SIXTH TREASURE CHEST: Stay on the elevacor and pay ‘The other ledge halfway between the two floors features an electric 


attention to the two small ledges halfway between the floors. One orb. Cast Stasis on the elevator when the orb is within reach and pull 
of them features a treasure chest, You can either jump to it, or grab it to your position with Magnesis. You can now drop it to the lower 
it wich Magnesis. You can also cast Stasis on the elevator to make floor: you will use ic again in a few minutes. 


this easier. 


Ride the elevator back to the top room, and use the sliding platform _ THIRD TERMINAL: Hir the glowing eyeball just beneath the 
to reach the other hump of the Divine Beast. Eliminate the Guardian platform with an arrow. This will remove the Malice goo in which 


Ì Scout when you arrive. the third terminal was trapped, enabling you to activate ie. With chis 
achieved, take the elevator to the top floor. 


mel 


ari 
Ald 


HE 


ND 


SEVENTH TREASURE CHEST: Jump to the top of the sliding Eliminate the glowing eye in the corner of the room with an arrow, 
platform which you used a minute ago to reach the second hump. then lift the electric orb with Magnesis to put it into contact wich 
‘This will give you access to the treasure chest in the room with che the electrode above the sealed gate; chis will open the gate and give 

eross-shaped. lever, which you couldn't reach from the other side you access to the adjacent room. Deal with the Guardian Scouts 

because of the Malice goo. After opening the chest, return to the inside, ideally with an ancient weapon for maximum efficiency. 


previous room, pick up the second electric orb thar lies there, then 
carry it to the elevator and ride all the way to the lowest floor. 


FOURTH TERMINAL: Pick up the electric orb and drop it on one Es Head back to the elevator room corresponding to the rear hump. 


of che two small pedestals in front of the large barred gate. Retrieve Do not ride the elevator and exit the room instead. Jump to your left 
the first electric orb in the adjacent room and drop it on the second (the right side when facing che beast’s head) and glide around its right 
pedestal. This will raise the gate, giving you access to the fourth terminal. hind leg: your goal is to land on the platform between its two right legs, 


as shown in the accompanying screenshot. 
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FIFTH TERMINAL: Walk inco the right hind leg's structure and 
step inside the cube-shaped room. You will notice che fifth terminal 
positioned on the wall in front of you, though it is currently 
inaccessible. Rotate the rear ring once, however, and the terminal 
will end up upright, ready for you w activate. Rotate the rear ring 
three times afterwards to be able to leave the cube-shaped room. 
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EIGHTH TREASURE CHEST: Throw a bomb at the opening 
on the right (when facing che Divine Beast's head). You can then 
sprint and jump through it to reach a new treasure chest. Return 
to the previous walkway once you have opened ir, 


NINTH TREASURE CHEST: Follow the walkway towards 
the Divine Beasrt's tail: ie will lead to a small room inside the hind leg 
containing a treasure chest. 


® WALKTH 


Move to left side (when facing che Divine Beast's head) of che front Hf 
ring, and climb up to the walkway as illustrated here. You will notice 

two round openings that are blocked by destructible rocks on both 

ends of the walkway. 


Now detonate a bomb on the other destructible opening. Glide 
through it and eliminate the Guardian Scout. 


MAIN CONTROL UNIT: Finally, open your map and rotate 
the middle ring twice to align the main control unit in a horizontal 


position. Examine it to trigger this dungeon's boss fight. 
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As long as Thunderblight Ganon has over 50% of its health bar 
remaining, it focuses on two types of attack. 


‘Thunderblight Ganon regularly stands ar a distance and propels 
three small lightning balls towards you. These are rather slow, and 
therefore easy to avoid. Run sideways or side hop, preferably to the 
right as your opponent casts the balls wich its right arm. If you are 
far away, be careful: these balls can actually bounce when they reach 
the ground or a wall. 


‘The bos 
times in your direction, quickly zigzagging to your left and right 
before he deals a powerful blow. Wield a one-handed weapon and 


most dangerous attack occurs when he warps multiple 


keep your shield raised when this happens: you will block the attack 
automatically. Observe this technique a couple of times and you will 
soon become more familiar wich its timing. As the monster warps to 
your right and readies its attack, poised to strike, perform a perfect 
dodge backflip: if successful, this will grant you an opportunity to 
unleash a full flurry rush combo. The creature will then collapse, 
giving you a chance to follow up with a second combo. Repeat chis 
until you trigger the next phase of the battle. 


SECOND PHASE 
ilestone, a much 


When your opponents health reaches the 50% mi 


more dangerous second phase begins. 


Thunderblight Ganon's first action in the second phase is to 
summon small metal pillars around your position in an attempt to 
electrocute you. It hides behind its shield and remains high in the 
air throughout this process, leaving you with no offensive options. 
Sprint away from the pillars and head to the upper walkways. As 


long as you stay clear of the pillars, you have nothing to fear. 


Once you reach the upper walkways, wait at a safe distance until 

all che pillars have fallen, then grab one of them with Magnesis and 
position it close to the boss: the next lightning bolt that strikes in 
the area will electrocute your enemy. Rush over and attack with your 
best weapon. 


From this point forward, the boss will resume his previous attack pattern, 
alternating between lightning balls and warp-based melee combos. One 
major difference, though, ís drat it now regularly infuses its weapon wich 
electricity. This means that you cannot block or perfect-guard its blows 
unless you wield a wooden shield. ‘The safest option is to sprint away until 
the effect ends. As soon as you notice the erackling effect vanish from 


the boss's weapon and shield, this is your cue to counter its next attack 
with either a perfect guard or a perfect dodge/flurry rush combination 
— exacdy as you did during the first phase. When Thunderblight Ganon 
collapses, rush to its position and attack relendessly. 


menin ee 


Alternatively, you can hit the creature’s shield wich a weapon, 
preferably one with long range such as a spear. After a few hits, your 
opponent’s shield will vanish, offering you an opportunity to follow 
up with a meaningful combo. This will take a serious toll on your 
weapon's durability, though, so you will need a large available arsenal 
to make chis strategy viable. 


If you are struck by any lightning attack, you will drop the weapon, 
bow, or shield you are currently wielding. Collect your equipment as 
soon as you can and run away, as your opponent is likely poised to strike 
again. Expert players can attempt to perfect dodge even che thunder- 
infused melee blows with a backflip, and follow up with a flurry rush. 
This requires impeccable timing, though, and any error will lead you to 
drop your shield or weapon on the ground. 


Ganon will occasionally target you with a red laser, focusing it for a few 
seconds until a powerful beam is released. This is the same technique 
employed by Guardians. If you successfully perfect-guard this and send the 
beam back to the monster it will be stunned, giving you an opportunity 


to unleash a full melee combo. If your timing is off, on the other hand, 
you will likely lose your shield. If you are not confident in your ability to 
perfect-guard, you can either sprint perpendicularly to the beam to dodge 
it, or hide behind a solid obstacle. Being able to redirect the beam back to 
your enemy makes the battle much more approachable, though, and is a 
skill that you will absolutely need to master sooner or later. 
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== SUMMARY —- oen 

This is cleacly one of the harder boss battles in the game, particularly RA QUE 
its second phase, but it becomes far less challenging once you know 
how to react appropriately to each of vour opponent's attacks. After 
you've electrocuted Fhunderblight Ganon with one of its own pillars, 
the monster will frequently infuse its weapon and shield with lightning: 
either perfect dodge vour foe's blows with backtlips if you're confident, 
or sprint away and wait until the effect ends to retaliate without having 
to worry about being shocked. Every furry rush will take a toll on your 
enemy’s health and create an opening for an additional combo. Perfect- 
guard its laser beam to send it back to it and you should be able to 
deliver the coup de grâce in relatively short order. 


If you struggle, consider using the warp point to leave the dungeon 
and make specific preparations. Fill your inventory with fast weapons 
(either one-handed swords or spears), cook restorative dishes that will 
completely regenerate your HP gauge and others that will offer desirable 
effects (such as granting extra yellow hearts or increasing movement 
speed), and gather a few fairies from a Great Fairy Fountain. It may also 
be worth experimenting with the camera speed setting via the Options 
menu, as this may also be of benefit. | 
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It's important to remain calm: if you start “tilting,” take a short break 
This boss moves quickly, but you have no reason to panic. Your priority | N ken 
is to keep it in sight at all times, and this is much easier to achieve if 
vou avoid unnecessary movement. When vou need to turn the camera, _; 
orient Link in the required direction and then tap @& to instanttyalignit. { } GESSRON 
this is far more effective than rotating the camera manually. | 


Í 
É 
í 
i 
Ï 
Í 
| 
| 


When vou finally triumph, pick up the heart container in front of vou. 
This ís your last chance to open any treasure chests you may have missed 
in this dungeon, as you will not be able to return here after you leave. | 
Once you're ready, activate the main control unit. When you return | 
outside, you will receive Urbosa's Fury (4) — a power that summons | | 
{_tightning around vou when you unleash a charged attack. Report to | | 
Riju to complete the “Divine Beast Vah Naboris” quest. Open the two 
chests by her throne before vou depart. 
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WALKTHROUGH SUMMARY (SEE OVERLEAF FOR DETAILS) 
DESC RIPEEON 


Travel to Rito Ws and penn to Kaneli. | 


Head to the bie ae and pass Teba's test. 


Make your way inside Divine Beast Vah Medoh. 


|_ Clear the Divine Beast Vah Medoh ede 


OPTIONAL CHALLENGES 


EGON: AGHIVELY 


| | 

| 

| SHRINES & SHRINE __{_ You can find step-by-step solutions for all shrines and shrine quests in the Gerudo and Tabantha Tower regions on | 
ad QUESTS ‚pages 162 and 180 respectively. 


! 8 | CURRY A we kr za vou | Lester, à man by the cooking pot at the Rito Stable, asks you to find Goron spice for him. This is an ingredient that can 
| Ep | (see page 256) ‚ be REEN in Goron City's general store. | 
B tan AR EE ETE d 
| | | SIDEQUEST. ____{ Speakto uaêr h next to Kanelí’ 's hut in Rito Village. She. requires a baked apple — an item that y you may have Ì in your ! 
Hool |_ TEAPPLEOPMYEYE | inventory, enabling you to complete the quest instantly. If not, take a raw apple and drop it by a campfire: it will | 
CM Geemge59 | instandytranslorminoabakedapple. | 
| & 0 SIDEQUEST _____{_ Speak to Jogo during the day, inside Rito village” s inn. He needs some lint. 1 you don’ t have an, you can a ata! in: 
Kl | THE SPARK OF ROMANCE {by destroying ore deposits in mountainous regions. As a rule, the land of the Gorons is a good place to farm for such | 
f In | (see page 256) |__materials. | 
| ke … SIDE QUEST: ‚ After completing the Divine Beast vah Medoh dungeon, speak u to ‘Gesane, the Rito patrolling « on a the first wooden 
En | FACETREFROSTTMUS | pridge leading to Rito Village. He will ask you to destroy a Frost Talus found in Coldsnap Hollow, at the heart ofthe 
| ES (see page 257) Î Hebra Mountains to the north. Make sure you have fire arrows in stock before you attend. to this challenge. ! 
nnn eren rc | A | 
| GREAT FAIRY FOUNTAIN _|_A third Great Fairy Fountain awaits you a short distance to the southeast of Tabantha Tower. If you have unlocked the | 
i ad page 326) | lan two ee will need to pay 1,000 daan to unlock ge services ae this great kt | 
H Ln Zn ware mam zarvermanEnnnnerereereneeveeen 6 
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By now, you should be sufficiently familiar with the game and 
exploration in general to make your way to Rito Village on your 
own. An efficient route is to first stop by the Gerudo Tower, a 
relatively short distance to the north of Gerudo Town. If you 
activated the Sho Dantu Shrine on your way to the Yiga Clan 
Hideout, warp to it: you are then very close to the tower. Make your 
approach from the plateau to the northwest of the tower. This will 
enable you to glide to a very high point on the structure, well within 
range of the first ledge where you can catch your breath. Climb all 
the way to the top and unlock the regional map. 


Highlands, where the temperatures are frosty bur tolerable. When 
you reach Mystathi's Shelf, glide to the northwest to land on the 
massif on the opposite side. You are now in Tabantha territory. 


When you reach Tabancha Tower, Malice goo prevents you from 
making your way to the top. Scale the pillar southwest of the tower 
and look to the northeast: eliminate the glowing eyeball fixed to the 
pillar in that direction. This causes it to fall, creating a path to the 
tower — which you can now easily ascend ta reveal the regional map. 


Keep progressing to the west on the northern plateaus of the Gerudo 


Resume your journey to the north by going through the Yiga 

Clan Hideout again. If you continue forward past the arena where 
you fought the clan leader, you will soon emerge in the Gerudo 
Highlands, where you will need Level 2 cold resistance. You can 
trigger this by equipping the warm doublet from Hateno Village and 
consuming appropriate food. When you reach the arch (a few steps 
from the Kuh Takkar Shrine) shown in the above picture, glide past 
it, then turn west. 


Keep moving north, alongside the western edge of the Hyrule 
continent. You will soon have Tabantha Tower in sight. 


From the top of Tabantha Tower, you can clearly see your next 
objective: Rito Village, with its distinetive rock “needle.” Glide 
toward the wooden bridges just east of the village, then make your 
way to visit the village's chief, Kaneli. Consider purchasing the 
snowquill armor set at this point. You need at least two armor pieces 
granting cold resistance to be able to trigger chis buff at Level 2 when 
required. This will be useful in various regions of Hyrule — nor least 
in the dungeon that you are due to visit soon … 


Kaneli, the elder of Ríto Village, will trigger the “The Divine Beast 


Vah Medoh” main quest. Your first task is to speak to Saki in the 
adjacent hut. She will ask you to look for her husband, Teba, ar the 
Flight Range. 


fj Jump from Kaneli's hut and glide to the cliff norch of Lake Totori. 


Follow the path to the north, through Dronoc’s Pass. This leads 
directly to the Flight Range, where Teba awaits. 


® 


WALKTHROL 


The Flight Range features a cooking pot. If you still do not own Your goal here is to navigate updrafts with the paraglider in order to 
kek ie) 0 / kel 


armor pieces wich cold resistance (and by now, you really should), you 
could use the pot to prepare appropriate dishes. You need Level 2 cold 
resistance for the upcoming challenges, so make sure you combine 
appropriate ingredients in each recipe. However, purchasing at least 
two pieces of the snowquill outfit from the armor shop in Rito Village 
makes much more sense as a long-term investment. This is also a very 
good opportunity to cook dishes with restorative properties, as you 
will soon enter another dungeon. You should also collect the arrows 
close to the cooking pot. If you still have relatively few, buy some 
more from Rito Village's general store, as youll need plenty. Once 
you are fully ready, speak to Teba to begin your archery skill test. 


To access Divine Beast Vah Medoh, use bomb arrows to destroy the 
four cannons at the tip of the bird's head, tail, and both wings. 


hit five blue-glowing targets with arrows within three minutes. Your \ 


priority is to get close enough to these targets. Glide until you are 

wichin firing range, then aim co trigger the slow-motion effect and 
align your shot. The updrafts will keep you at a high elevation, so 

put your paraglider away whenever you need to lose altitude to hit 
low targets. After you pass the test, open the treasure chest next to 
Teba, then speak to him again if you're ready to proceed. 


This sequence plays out very similarly to the earlier rehearsal ar the 
Flight Range: you glide high in the air to move above targers (here, 
the four cannons), then put away your paraglider to free-fall close 
to each one (®) and shoot bomb arrows. Unless you have a very 


powerful bow, it will likely take two shots to take down each cannon. 


Once all four have been destroyed, you will automatically land on 
the Divine Beast. 


RETO QUEST 


vn 


FIRST TREASURE CHEST: From your starting position, turn 
around and move to the edge of the Divine Beast's tail. Hit the 
glowing eyeball on the right with an arrow to remove the Malice goo 
and access the chest. 


MAP TERMINAL: From the second treasure chest, glide to the 
corridor featuring the map terminal. Get rid of the Guardian Scout 
II on the way before you unlock the dungeon's map. When you open 
it, you will notice the usual orange glowing points (®) corresponding 
to the terminals you need to activate, as well as three purple icons @ 
that represent the increments at which you can tilt Vah Medoh. 


FOURTH TREASURE CHEST: From the edge of the walkway 
with the third chest, look down again and shoot an arrow at the 
glowing eyeball. This will reveal yet another treasure chest. 


SECOND TREASURE CHEST: Head inside the dungeon and 
eliminate the glowing eyebalf to your right as you enter. With the 
goo removed, you can catch the updraft to reach the wide ladder, 
at the top of which lies a second treasure chest. 


THIRD TREASURE CHEST: Standing at the edge of the corridor 
with the map terminal, you should see a treasure chest in the corner 
to your right, on the walkway below: glide to it directly from your 
position. Even if something goes awry, you can stll jump above the 
Malice goo to reach it. 


Catch the updraft on the opposite side of the room. When you reach 
the ceiling, glide to the large ladder. Climb up to the platform where 
you found the second treasure chest, then eliminate the glowing 
eyeball and leap to the nearby doorway. This will lead to the first 


room in the Divine Beast's left wing. 


® WALKTHROUGH 


Look to your left and fire an arrow at the glowing eyeball in the FIRST TERMINAL: Climb back up to the top of the ramp INDEX 

alcove to free the terminal it contains from Malice goo. from which you entered this room. From this position, open your ! 
map and tilt the Divine Beast so that its right wing rises (top @ 
increment). In this new configuration, the alcove is lower than the 
ramp where you stand, enabling you to glide to it. Activate the 
terminal, then drop down to the floor. 


FIFTH TREASURE CHEST: Run to the highest point of the Drop a round bomb in the pipe to the right of the barred gate. 


walkway opposite the first terminal. ‘Thanks co the incline, you can The incline will take the bomb to the small stone arch beyond. 
glide from here directly to the small ledge above the barred gate, Detonate the bomb to clear the way. 


where a chest awaits. HRO GUEN 


Now hit the nearby crystal to create a lateral wind stream, and drop Open your map and tilt the Divine Beast by selecting the lowest 
another spherical bomb in the pipe. This time it will roll down to increment, This will cause the boulder to move in your direction. 
the wall, where the wind will propel it to the far corner: detonate it Grab it wich Magnesis through the transparent energy field and 
to release a large metallic boulder. Hit the crystal again to close the move it to the right: drop it close to the pipe. 

shutters. 


DrVINE BEAST VAH MEDoH 


(CONTINDED) 


SECOND TERMINAL: Open your map and tilt the Divine Beast 
by selecting the highest increment. This will cause the boulder to roll 
down and press the switch. against the wall. Once the gate is raised, 
you will be free to examine the terminal in that room. 


Return to the previous room. Hit the crystal once to reopen the 
shutters, then leap through the window opposite the first terminal. 
Glide to the platform below and eliminate the two glowing eyeballs: 
one blocking an updraft in front of your landing point, and one by 


the nearby doorway. 


Open the map and tilt the Divine Beast by selecting the lowest 


| THIRD TERMINAL: Turn around and look toward the tip of 
| glide back to the central room. 


Vah Medoh's left wing. Thanks to the incline, it is possible to glide increment. This will enable you to 
to the room found there, which contains the next terminal. 


Remain on the lower level and go through the central room. When From the small ramp, fire an arrow at the glowing eyeball fixed to 
the right wing. This will remove the Malice goo blocking the way, 


you emerge beneath the right wing, step on the small ramp. 
enabling you to glide to the room beyond. 


FOURTH TERMINAL: Walk up the ramp ar the back of the room 
and activate the terminal at the top. 


Hit che crystal to open the shurters on the wall. This will generate a 
wind stream chat activates the two small windmills (one fixed, and 
another on a slider but already in the correct position thanks to 
the dungeom’s current incline). With the rwo gates now lifted, the 
battering ram will slide co the bottom of the room. 


SEVENTH TREASURE CHEST: Thanks to the current incline 

of the room, you can access the treasure chest on the ledge that 
overlooks the pressure switch. Standing at the opposite end of the 
room, on one of the two round windows beyond the crystal, you can 
glide directly to the chest. 


_ SIXTH TREASURE CHEST: With the nearby gate now open, 


head into the adjacent room. Turn around and shoot the glowing, 
eyeball above the gate. This will release a treasure chest. 


FIFTH TERMINAL: Now open your map and tilt the Divine Beast 
by selecting the highest increment. Just as the dungeon reaches a 
horizontal position (and before its incline shifts), cast Magnesis on 
the windmill on the slider. As long as you maintain it in che wind 
stream, the gate will remain open, enabling the battering ram to hit 
the pressure switch at full speed. This will lift the nearby barred gate, 


giving you access to the final terminal. 


MAIN CONTROL UNIT: Open your map and tilt the dungeon 
back to its neutral, horizontal position. Drop down in the central 
room and ride the updraft all the way to the top, where you can 
activate the main control unit co trigger the boss battle. 


Í 
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BOSS: WINDBLIGHT GANON 


FIRST PHASE 


Ë 


Pen 


As long as Windblight Ganon has over 50% of its health remaining, 
it will employ two types of actack. 


| 
| 
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When Windblight Ganon stands at ground level, it will usually 
unleash a tornado thar will move slowly bur rather unpredictably 
in your direction. Thís cannot be blocked, so your best bet is to 
sprint away from it. 


In terms of offensive moves, you have two main options here. ‘The 
first is to fire arrows at the boss every time you have an opening; 
standard arrows will suffice. Feel free to use che numerous updrafts 
available in the arena. The slow-motion effect triggered when you aim 
while airborne will help you align clean shots at che beast's blue eye. 


When your opponent marerializes higher ín the air, it will generally 
fire a series of energy blasts at you. The best course of action is to 
perfect-guard each and every one of these, as they inflicr significant 
damage when returned to sender. This requires a very good sense of 
timing, though. If you struggle, you can instead hide behind a solid 
object and wait until the barrage ends. 


Another effective option is to sprint to Windblight Ganon when it 
appears at ground level. You can rapidly inflict great harm with melee 
combos, and remain out of range of its attacks by standing directly 
beneath or behind its body. This is a slightly more risky approach, but 
ids also much more efficient. 


SECOND PHASE 


Once Windblight Ganon's health is down to 50%, the batte will 
become significantly more difficult. 


During the second phase, Windblight Ganon will regularly summon 
four small satellites that orbit its body. You can destroy all four with 
arrows (causing your opponent to temporarily revert to its attacks 
from the first phase) bur they will eventually reappear. We would 
argue that it makes more sense to focus on your main enemy at all 
times. 


With che satellites active, your opponent will occasionally charge 
wind energy in a vortex, then unleash ir as a galestrike chat moves at 
high speed in your direction. This is a very fast assault that cannot be 
blocked, so be prepared to sprint away from it, or hide behind a solid 
object. 


During the second phase, the tornado attack is upgraded into a 
version wich two whirlwinds. These cannot be blocked, so start 
dashing away from them as soon as they appear. 


As wich its other forms, Windblight Ganon will occasionally target you 
wich a red laser, focusing it for a few seconds until a powerful blue beam 
is released. If you successfully perfect-guard this and send the beam: back 
to the monster it will be stunned, giving you an opportunity to unleash 
a full melee combo. If your timing is off, your shield will be destroyed. 
If in doubt, sprint perpendicularly to the beam to dodge it, or hide 
behind a solid obstacle. 


Once Windblight Ganon falls, collect the heart container that appears. 
If you're ready to leave the dungeon permanently (there is no way to 
revisit it later), interact with the main control unit. After the following 
cutscene, you will receive Revali’s Gale CV. This special power enables 
you to create an updraft by holding @, which can prove enormously 
useful for long climbs or particular puzzles. As with other similar powers, 
a cooldown will be triggered once you consume all available charges. 


The energy blasts thar che boss fires wich its gun will now bounce 

off the satellites, making, their movements unpredictable, Worse, 
perfect-guarding them is useless as they will not be redirected to your 
opponent’s body. It therefore makes sense to avoid them. 


Your offensive options in the second phase remain unchanged. You í 
can either fire arrows at che creatures eye, preferably while riding GERUDO OU 
updrafts to enjoy the slow-motion effect that makes aiming much ë 


easier. Alternatively, as before, you can rush to the monster whenever 
it materializes at ground level and assault it with your most powerful 
combos. The latter approach is by far the fastest, enabling you to end 
the battle quickly if you are suitably equipped. 


Report to Kaneli, the elder of Rito Village. This completes the “Divine 
Beast Vah Medoh” quest; claim a reward from the treasure chest on 
your left. You are now ready to visit tbe land of the Gorons and conquer 
the final Divine Beast. 


Activate the Eldin Tower and make your way to Goron City, then speak to Bludo. 


Free Yunobo at the Abandoned North Mine. 


Team up with Yunobo to weaken Divine Beast Vah Rudania. 


SHRINES & SHRINE 
QUESTS 


SIDE QUEST: 
FIREPROOF LIZARD 
ROUNDUP 


(see page 272) 


SIDE QUEST: Î 
| THE ROAD TO RESPECT | 
| (see page 272) 


SIDE QUEST: 
DEATH MOUNTAIN'S 
SECRET 
(see page 273) 


SIDE QUEST: 
THE JEWEL TRADE 
(see page 273) 


Clear the Divine Beast Vah Rudania dungeon. 


You can find step-by-step solutions for all shrines and shrine quests in 
the Eldin Tower region on page 200. 


Speak to Kima at the Southern Mine. If you catch 10 fireproof lizards for 
him, he will reward you with a piece of armor granting the flame guard 
effect — a blessing in the Eldin region. Fireproof lizards are regularly 
encountered in the vicinity: when you spot one, approach slowly and 
quietly by crouch-walking to ensure that it will not run away. 


Speak to Fugo in Goron City. He needs you to defeat the Igneo Talus 
on the northwest shore of Darunía Lake. Freeze it with any ice-infused 
weapon or arrow, then attack its weak point as usual. 


Speak to Dugby, a young Goron soaking in the Goron Hot Springs 
during the day. Head to the top of the middle lava waterfall, on the way 
to the Bridge of Eldin. You will find destructible rocks at the base of the 
small rock peak there. Shatter these with a bomb to find a drillshaft in a 
hiding spot. Report to Dugby to complete the mission. 


After completing the Divine Beast Vah Rudania dungeon, speak to 
Ramella, a Gerudo found in Goron City. She needs 10 pieces of amber, 
which you will likely have in stock at this stage. If not, destroy ore 
deposits in the region until you meet the quota. 


WOODLAND 
TOWER REGION 


ELDIN TOWER REGION 
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If you need assistance to find your way w Goron City, the easiest 
solution is probably to warp to the Lanayru Tower. Look to the 
north from here and you will see the Eldin Tower in the distance. 
Rather than aiming straighe for it, though, you should consider 
making a small detour to the northeast: a brief stop at the Foothill 
Stable will give you a chance to purchase a very important item. You 
can follow the road marked on the in-game map, which will lead you 


strafghr to the stable. 


Speak to Gaile at the Foothill Stable, who offers fireproof elixirs for 
sale. We suggest you buy three of these, [he 150 rupee investment 
might sound like a lot, bur this will remove any stress from your 
imminent foray into volcanic terricory. 


Random encounters aside, the path leading to the Foothill Stable 
should be uneventful — though you are entirely free to briefy leave 
the main road to clear an enemy outpost or a shrine on your way. 


From the stable, keep following the road to the northwest. You will 
soon reach hor springs. The steam might suggest danger, but the 
contrary is true: bathing in the pools will actually replenish your 
hearts. Take a left after the springs and walk up the slope of igneous 
rock. You will find the Eldin Tower ar the top. 


Once you've activated the Eldin Tower, glide to the northwest. From 
this point forward, you need the flame guard effect to prevent Link 
from being set ablaze by the extreme temperature. Drink one of the 
fireproof elixirs you purchased at the Foothill Stable, and repeat this 
whenever the effect wears off. Going through the hot springs will 
enable you to replenish your hearts when required. Nore chat if you 
follow the main road instead, you will run into a dangerous Igneo 


‘Falus. If you choose to engage it, have your ice arrows at the ready to 


temporarily cool it down. 


‘The final leg of che journey takes you through the Southern Mine. 
You can make a stop to complete a side quest here, which will reward 
you with a piece of gear providing the flame guard effect — refer to 
the previous double-page spread for details. Once you are ready, 
follow the path leading to Goron City to the north. 


Once you reach Goron City, immediately head to the armor shop 
and purchase at least two pieces of armor that grant the fame guard 
effect. If you can afford the full set, do so. Upgrading it cwice via 
great fairies (see page 326) will make you completely fireproof; at 
this level of resistance, Link could stand on che back of a Igneo 
‘Talus and not sustain heat-related damage. Once you are suitably 
equipped, speak to Bludo to initiate the “Divine Beast Vah 
Rudania”” main mission. This requires you to find a Goron named 
Yunobo who has not yet returned from the Abandoned North Mine. 


You can navigate this entire area via a series of updrafts. However, 
you will encounter several enemy outposts on the way, where your 
opponents often occupy strategic vantage points. This significantly 
complicares your approach. To make things much easier, you need 
to use the cannons in the vicinicy. Hit che handle to change che 
cannon's orientation, then drop a spherical bomb into the tube; 
deronate it co fire. A single direct hit from a cannon is sufficient to 


annihilate all creatures in an outpost, 


Follow the pach to the north until you reach a new cannon. Rotate it 
to the far right to destroy the outpost with a skull-shaped building. 
To topple the two lookout towers, you'll need to fire the cannon 
midway through a rotation once again. Once the path is clear, head 
to the next cannon in line, to the southwest. 


Make your way to the Abandoned North Mine by following the path 
to the north. Speak to Drak when you get there and mention that 
you were sent by “the boss.” In the section that follows, a Level 1 
flame guard effect will not be sufficient; you will need Level 2 
protection to survive. Âs mentioned in the previous step, the best 


solution is to buy at least rwo pieces of armor from Goron City's 
shop, as these will prove useful many times ín the fucure. If you 
really want to rely on elixirs alone, you will need to craft them with 


multiple effective ingredients, such as fireproof lizards. 


After eliminating the first two groups of creatures to the west of your 
starting position, catch the updrafts co the east. A head-on assault 

is a risky approach as your foes shoot fire arrows at a fairly high 

rate. Instead, use the updrafts to reach the small island beyond their 


position. A cannon here will enable you to defeat both groups of 
monsters. There are also destructible rocks between the two enemy 
positions chat yield resources; you can hit them by firing the cannon 
halfway through its rotation. 


À single cannon shot is enough to blow up the entire outpost. You 
can then head to the final cannon position, to the northwest. You 
will need to climb to reach the top of the rock peak. 
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Drop a bomb in the pipe to load the final cannon, then hit the 

lever and be ready to open fire during the cannon's rotation. As 

soon as the bore is aligned with the desrructible rocks that block the 
entrance to the cave in the background, detonate your bomb. Once a 
projectile hits home, head over and speak to Yunobo inside the cave. 
Dont forget to open the treasure chests before you return to Goron 
City (for example by warping to the local shrine). 


After reporting to Bludo, your next objective is to head to the Bridge 
of Eldin. First, follow the path to the north of Goron City, which 
goes around the nearby mountain. This will take you to the Stolock 
Bridge, which overlooks Goron City. 


Keep following the path represented on the in-game map until you 
run into Yunobo again. He is being attacked by Moblins. As the 
creatures are focusing on your ally, you can use this opportunity 

to stealthily approach one from behind and open hostilities wich a 
powerful sneakscrike. Speak co Yunobo once the rescue is complete. 


During che next sequence, you must make progress toward the 
summit without being spotted by the Sentries (which will rigger 
magma bombs to rain from the sky). With Yunobo following your 
lead, ir is up to you to decide when he should stay close and when he 
should stop, in accordance with the dangers thar lie ahead. You can 
give him orders with your whistle (&). Every time you whistle, ic will 
toggle Yunobo's current stare between waiting and following. The 
Arst Sentry is relatively easy to avoid: follow it as it moves away from 
you and take shelter under the large rock thar extends over a portion 
of the road; when the sentry moves back in the other direction, 
quickly head to the far end of the road to escape its detection range. 


Wich Yunobo inside the cannon, use the same method as you did 
back in che Abandoned North Mine: drop a spherical bomb to load 
the cannon, then hit the lever to initiate the cannon's rotation; when 
it is directed at the Bridge of Eldin, detonate your explosive to open 
fire and cause the bridge to be lowered. Cross it to trigger a cutscene. 


When you reach the next Sentry, whistle to tell Yunobo to stop 
moving, then climb up the cliff on your left. You will ind rock 
boulders at the top, which you can push so that chey fall on the 
sentry, destroying it instantly. Return co the path below and whistle 
to call Yunobo. You will need to push a boulder or two aside to clear 
the way for him. 


hit the lever once to rotate the device to its leftmost position. 
Yunobo will hie the Divine Beast when you detonate your bomb. 


Take a metallic cube wich you and keep following che patch up 
towards the volcano. When you run into another cannon, proceed 
exactly as you did before to hurl Yunobo into the Divine Beast after 
hitting che lever to realign the cannon to the left. 


When you reach the next Sentries, whistle to leave Yunobo behind 
you, then climb up the cliff to your left. You will find metallic cubes 
at the top. Grab one with Magnesis, then use it as a cudgel to destroy 
the first sentry. Move on to the next ledge and repeat this with che 
second sentry. Finally make your way to the third Sentry, climb on 
the nearby rock, and lift one of the metallic slabs from the ground to 
eliminate it in the same fashion. 


Get rid of the next two Sentries with the metallic object you've been 
carrying with you since the previous encounter. Cubes or slabs work 
equally well as blunt instruments, but cubes tend to be more stable 
when you put them down on the ground. 


The next three Sentries are all high in the air. You can reach the first 
one by standing on the small rock spike on your right. The other 
two, on the other hand, will require you make use of the metallic 
cubes lying on a ledge on the cliff to your left. You can either climb 
there, or use the updrafts that the sentries are patrolling around. 
Once you have grabbed a cube with Magnesis, use it to eliminate the 
remaining sentries. 


The final cannon is protected by a few enemies. Catch the updrafts 
and land on the cliff to your left. Grab one of the metal cubes with 
Magnesis and use it to bludgeon che hostiles into insensibility. Once 
the dust settles, rotate the cannon to the left and activate it with a 
bomb to strike the Divine Beast. 


FIRST TREASURE CHEST: From your starting point in the 
dungeon, turn around and run in the direction of the Divine Beasrt's 
tail to open your first treasure chest. Backtrack to your original 
position and head inside when you're ready. 


FIFTH, SIXTH, AND SEVENTH TREASURE CHEST: Use 
your torch to light up the lantern by the barred gare. Once this is 
open, destroy the Guardian Scout and the two glowing eyeballs in 
the next room. There are two further eyeballs on your right as you 
go through the gate. When you have dealt wich all of them, open the 
three treasure chests. 


SECOND, THIRD, AND FOURTH TREASURE CHESTS: 


As you enter the dungeon's very first room, you will notice three 
glowing, eyeballs — one on your left, one on your right, and one on 
the ceiling. Eliminate them with arrows and they will each drop a 
treasure chest. One of these contains a torch — a critical item for this 
dungeon. Light it up with one of the blue flames at the entrance to 


make it easier to find your way in the darkness. 


MAP TERMINAL: Light up your torch via the previous lantern, 
then head to the far corner of the room to find an unlit lantern: set it 


alame with your torch. [his raises the adjacent barred gate. Activate 
the terminal ín the room beyond to unlock the dungeon’s map and 
to flood the Divine Beast wich light. As with all previous Divine 


Beasts, the map features terminals (®) chat you need to activate, and 


purple icons (@) chat represent two positions that enable you to tilt 
the whole dungeon by 90 degrees. To adjust the Divine Beast, visit 


the map screen, press ® to initiate a command, and ® to execute it. 


FIRST TERMINAL: Set an arrow on fire wich a blue flame (or 
use a fire arrow) and shoot at the ivy on the metal door close to 


the dungeon’s entrance. Once the gates are free, open them with 


Magnesis aud activate the terminal behind chem. 


EIGHTH TREASURE CHEST: Burn the ivy just above che first 
terminal, This will cause a treasure chest to fall from the ceiling. 


If you look toward the entrance, you will notice a closed gate to the 
right of che blue flame lanterns. You can see an unlit lantern through 
a hole in thar gate. Light an arrow with a blue flame, then fire 


through che opening to set it ablaze, This will open the gate. 


SECOND TERMINAL: Position the metal cube next to the red 


flame streams, then open your map and tilt the dungeon by 90 
degrees. The red flames are now horizontal. Move the metal cube 
against the devices that emit the flames to block them: with the 
streams neurralized, you can enter the room beyond. Open your 
map and tilt che dungeon again to interact with che terminal. ‘The 
red flames are extinguished at this point, so you can return to the 
entrance immediately. 


Jog all the way to the top of the ramp (do not sprint, as this will 
extinguish che torch's flame). Once outside, turn left. 


Use the lantern you just lit to ignite an arrow, then shoot at the ivy 
on the ceiling, on the other side of the ramp. This will cause a large 
metal cube to fall. 


Light your torch with one of the blue flames, then stand against 
the wall opposite the metallic gates, beneath the long beam that 
runs diagonally across the room. Now open your map and tilt the 
dungeon by 90 degrees (selecting the bottom @). As che whole 
dungeon rotates, the long beam becomes a ramp. 


Drop down to the unlit, open-air lantern just below. Once you are 
next to it, ult che dungeon again, back to its original position, then 
light up the lantern with your torch. 
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Lighting che torch will release an orb that rolls down the nearby 
caged track. Follow the orb until it stops, then tilt the dungeon once 
again. 


THIRD TERMINAL: After che dungeon’s rotation, the orb rolls 
down to the bottom of a ramp. For now, do not follow it: look down 
from the top of the ramp and you will see a terminal far below your 
position. Drop down and glide to it. Once you have activated it, 
return to the base of the long ramp, where the orb awaits. 


FOURTH TERMINAL: Once youre at the base of the ramp, lift 
the metallic cube with Magnesis. This will cause the orb to fall into 
the concave slot — which raises the nearby gate. Activate the terminal 


behind it. 


FIFTH TERMINAL: From your position by the ninth chest, stand 
against the small wall chat separates the ledge from the walkway. Tilt 
the dungeon back to its default position and you will end up almost 
in front of the terminal. 


NINTH TREASURE CHEST: Open your map and tilt the 
dungeon back to its horizontal position to retuen to the entrance, 
then tilt ic again while standing beneath the long beam to end up at 
the base of the ramp. Run to che top of the ramp and drop down to 
the open-air lantern thar you lit up a few minutes ago. From your 
position next to the blue flame, shoot the nearby glowing eyeball to 
remove all the Malice goo. Take a few steps forward on your current 
ledge and you will notice a second glowing eyeball underneath the 


next ledge. Shoot it with an arrow as well. You can now use the 
walkway to your left to reach the treasure chest further along. 


TENTH TREASURE CHEST & MAIN CONTROL UNIT: 
Wich all terminals activated, you are now free to approach the main 
control unit, just below your current position. Before you do so, 
though, consider dropping through one of the holes in the floor 
around the main control unit; you can glide to the long beam to 
open a final treasure chest. Now head back up to the main control 
unit, either using Revali's Gale (hold @ then release) or by returning 
to the dungeon's warp point and walking directly to the unit from 
there. Brace yourself for a boss battle when you examine the device. 


FIRST PHASE 


‘This boss often performs a swift sweeping attack. This has a very 
short wind-up, so be on your guard: perfect dodge or perfect guard 
as soon as the creature’s elbow is level wich its back, chen follow up 
with a strong counter. Backflips are a safe option here as they will 
put you out of range of the blow even if you miss the perfect dodge/ 
flurry rush timing window. 


As long as Fireblight Ganon has over 50% of its health remaining ie will focus mostly on melee attacks. 


Fireblight Ganon's vertical sword slash has a longer preparation time. 

Sidehop or perfect guard precisely as its left hand moves above its eye PE ene 
when its palm is fully exposed. You can then retaliate with your best ga 
weapon. 


The third melee technique is a swirling attack that completes three 
full rotations. Only one hit can be blocked with a shield, so you really 
need to perform a perfect dodge or perfect guard. The window of 
opportunity for this is approximately three seconds after the monster 
starts charging the attack. It takes practice to master the timing as 
there is no visual cue telling you when to execute your defensive 
move. As a rule, though, backflips tend to be preferable as they put 
you out of the sword’s range if your input is too hasty. 


The most effective way to defeat Fireblight Ganon's first stage is to 
focus on melee combat. Perfect dodge its assaults and follow up with 
flurry rushes. The rest of the time, strafe around your enemy and 
maintain a steady barrage of melee strikes. You can often flank it as 
it unleashes a blow and deal large amounts of damage completely 
unpunished. However, try to remain relatively close to the main 
control unit rather than the arena's edges, as a single hit could propel 
you into the lava. 


Your enemy has a final trick up its sleeve in this initial phase: it throws 
a volley of fireballs at you. You can dodge these by sprinting away or by 
executing a sidehop. 


If you struggle with melee combat against this powerful foe, consider 
shooting arrows at it instead. Whenever you manage to hit the creature’s 
blue eye, it is temporarily stunned, enabling you to follow up with a 
quick combo. This can be repeated multiple times. 


asl 
Ht 


SECOND PHASE 


When Fireblight Ganon loses 50% of its health, it will harness fire energy for offensive and defensive purposes. 


As soon as the second. phase begins, Fireblight Ganon will prepare a The solution to breaking your opponent's seemingly unbreakable 

new technique. It now summons an impenetrable force field around defense is hinted at when it charges the fireball attack: you can see that 

its body: neither arrows nor physical attacks can break chrough it. it absorbs particles and small objects in the area. Throw a bomb at your 

After a charge time lasting a few seconds, the boss unleashes a slow opponent during thís stage and. it will be admitted through the force 
‚__buclarge fireball chat homes in on you, causing a very large explosion field, at which point you can detonate ic. This will stun your target, 
\_on impact. You can try to sprint away from this, but the safest enabling you to run in and perform your best combos. 


solution is to hide several steps behind a solid object to avoid splash 
damage. Alrernatively, an ice arrow will freeze the fireball instantly. 


£__|__In chis phase, the boss’s small fireballs are replaced by a single large Fireblight Ganon's melee attacks work identically in the second phase, 
&_|__projectile — identical to the one employed during, the force field though they now leave fre in their wake or at their point of impact, 
}_ sequence. Take shelter behind a solid object to avoid the blast. making chem more dangerous. However the timing window for flurry 
|__Alternatively, you can freeze a fireball with an ice arrow to eliminate rushes or parries remains unchanged. Using these counter opportunities 
|_ the threat instantly. and harassing your enemy at very close range, strafing in a circle ar all 
| 


| times, is still the most effective strategy. If you wield suitably powerful 
weapons, this fight can end surprisingly quickly. 


L_ {From me to time, Fireblight Ganon will target you with a red laser. After the battle, collect the heart container. Assuming you are finished 

í | Onee the charge process is complete, an energy beam will be fired. with this dungeon and ready to leave (you cannot return afterwards), 

\__ | Perform a perfect guard precisely as it is about to hit you, returningit interact with the main control unit. Once outside, you will receive 
|__to the boss. This will inflict damage and offer an opening for a melee Daruk's Protection — a power that offers complete protection from 
|_ combo. attacks while you guard with @8, with a cooldown after every three uses. 


Don't forget to speak to Bludo to formally complete che quest, and to 
open the treasure chest on his throne. 


\@ 


You can complete two optional main quests at this point in the story. Pp KOROK SEEDS: If you have been neglecting Korok seeds so far, now is 


These will not provide immediate benefits, but they will contribute to your a good time to begin to make amends. Having more slots to carry weapons, _® 

enjoyment of the game’s narrative by revealing important plot developments: bows, and shields is a crucial upgrade, and enables you to eventually be 
more strategic in your choice of equipment — such as having a full collec- 

E_ Warp to Kakariko Village and speak to Impa to complete the “Free the tion of elemental blades at the ready. See page 330 for more information. 


Divine Beasts” main quest. 
> _ELEMENTAL WEAPONS: Don't underestimate this vital part of Link's 


P_You probably recall that Impa put you on the track of 12 Captured attacking repertoire, as elemental weapons can help you to end many battles 
Memories earlier in your adventure. You may have stumbled across before they really get going. Ice-imbued weapons are particularly powerful 
such memory positions by chance during your travels — but it’s only by as they will freeze most targets. Not only is the victim temporarily paralyzed, 
finding all of them that you will unlock the corresponding secret. See but the next attack you inflict actually deals triple damage. Against all but the 
overleaf for details. most powerful bosses and sub-bosses, this trick can be used to eliminate many 


opponents with great efficiency. Refer to page 285 for details. Lm 
There are numerous tasks that you can perform at this point in the story | 


before you head to the showdown against Calamity Ganon at Hyrule Castle. b COOKING: Before you raid Hyrule Castle, you'll need to prepare a 
All of these activities are entirely optional, but completing any of them will good stock of top-class restorative dishes. If your heart bar is well devel- 
improve your odds of success in the game's final challenges. oped (and at this stage, it should be) we recommend that you now prior- 
itize items that feature the “hearty” adjective. These will always completely 
Pp GREAT FAIRY FOUNTAINS: These are hidden in specific locations heal Link, irrespective of the size of the health gauge. This will shorten the 
in Hyrule. Every time you find one, the great fairy it hosts will offer to downtime required to heal during combat and, as a fringe benefit, enable 
upgrade your existing armor, increasing its stats in exchange for materials. vou to carry more meals. Concoctions granting bonuses to your defense, 
These improvements substantially enhance Link's defense rating, which attack and movement speed are also very useful. Consult our coverage of di 
can make a significant difference during tough encounters. See page 326 cooking on page 296 if you would like to learn more. 
for details. 
b FAIRIES: Their ability to bring Link back from the dead makes fairies 
P_SHRINES: You have hopefully been exploring as many shrines as pos- extraordinarily valuable creatures, particularly for tough challenges such 
sible during your travels — see page 112 for a comprehensive guide to all as the game’s final quest. Fairies are most commonly found around Great î 
120. Trading the spirit orbs they yield for additional heart containers will Fairy Fountains, but you can also occasionally reveal one by cutting tall 
make a real difference in the run-up to the conclusion of the story. Stamina grass; charged two-handed sword attacks work well for this purpose. 
vessels matter mostly for world exploration, but this is also very important 
as you have yet to visit entire regions, with many landmarks, quests, and Pp RUNE UPGRADES: If you have yet to do so, consider making a quick visit 
confrontations that you have yet to experience. An extended stamina wheel to the Hateno Ancient Tech Lab. By speaking to Purah, you can unlock upgrades 
has combat applications as well, enabling you to increase the duration of for your runes in exchange for materials dropped by Guardians. Upgrading your 
charged attacks performed with two-handed weapons. bombs and Stasis will make a real difference. See page 229 for details. 


Pp MASTER SWORD: A specific quest enables you to obtain the legend- P_OPTIONAL OBJECTIVES: Finally, don't forget that there are dozens | Jit ; 


ary Master Sword. This blade is especially relevant when you commit to of side quests, mini-games, and other optional activities that you can com- 
retaking Hyrule Castle, including the confrontation with the final boss. plete and reap benefits from. Our Side Quests and Extras chapters, which 
Refer to page 100 for guidance. start on pages 214 and 324 respectively, offer a convenient directory of all 


potential diversions. DIVINE BEAST 


At the beginning of the game, Impa gave you the task of finding 12 locations 
corresponding to the memories that appear in your Album. However it is only now, 
with a well-developed Link and a much better knowledge of Hyrule’s landmarks, that 
you are in a position to complete this quest. 


We have numbered these locations based on the order of the pictures in your Album 
from left to right, starting with the top row: 


If you find all 12 and return to Impa, she will show you a painting that offers a clue to 
the whereabouts of a 13“ memory. Head to the corresponding location to complete a 
the quest. This will also unlock a secret scene during the game's finale. \ MEMORY 08 
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Explore the Korok Forest and retrieve the Master Sword. 


Gerudo Canyon Stable 


You can find step-by-step solutions for all shrines and shrine quests in 
the Woodland Tower region on page 194. 


Speak to Shamae at the Woodland Stable. Drop two octo balloons on 
one of the barrels in front of him so that it flies high into the air. 


(see page 262) 


After initiating the “The Hero’s Sword” main quest, speak to Kula 
in Korok Forest. He is usually found walking in the area where the 
Master Sword initially rests. He requires an ice-infused rod. Youcan _ | Serenne Stable 
re ef |_obtain either an Ice Rod from an Ice Wizzrobe (there's one on the | 

(see page 262) {road between the Lanayru Tower and Foothill Stable, for example), 
\_or a Blizzard Rod from a Blizzrobe (you can find one in the round 
structures of Crenel Hills, to the east of Castle Hyrule). 


EF 


After initiating the “The Hero’s Sword” main quest, speak to Chio in 
the Korok Forest, near the entrance leading to the local shops. He : 
challenges you to complete three trials. These are actually shrine quests | Monya Toma Shrine 
(see page 196 for guidance). Return to Chio after you've cleared all | 
three. 

After initiating “The Hero's Sword” (main quest) and The Priceless 
Maracas (side quest), speak to Peeks in the Korok Forest. He requires 
a picture of a Blupee — a glowing rabbit-like creature occasionally 
encountered in forests at night. The best location to find one is at 
the top of Satori Mountain, in the south part of the Ridgeland Tower 
region. 

Speak to the researchers at the Serenne Stable. They ask for pictures of 
a Leviathan skull. You can find one next to the Great Fairy Fountainto | 
the southwest of Gerudo Town, one in the north of the Eldin region, 
and another inside an ice cave in the Hebra region. 


If you climb to the top of the Great Deku Tree in Korok Forest, he will 
challenge you to take the ultimate trial. This is a series of riddles that 
you have to decipher. Whenever you have deduced the solution to a 
riddle, drop the corresponding item on the leaf in front of Walton to 
proceed to the next step. 

When you complete the final, 120 shrine by interacting with its altar, 
you will automatically trigger this quest. A reward awaits you at the 
Forgotten Temple. This is a secret landmark found at the north end of 


|__(Geepage264) | the Tanagar Canyon. | ED En 
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If you have not yet reached Woodland Tower by yourself, this can Once you have activated the tower, glide to the northeast and land 


easily be accomplished from Lanayru Tower. Follow the road leading on the path leading to the entrance of the Lost Woods. You cannot 
to the northwest. After you pass through the Woodland Stable, the glide directly to Korok Forest. 

tower itself a short distance away. It is surrounded by a large enemy 

outpost built on a bog, bur this should pose no particular threat at Important note: if you do not yet have 13 hearts, you cannot 

this stage. Don't forget chat ice-elemental weapons can freeze most complete this quest. If this is the case for you, we suggest that you 
creatures, enabling you to follow up with a strike inflicting triple embark on a whirlwind tour of new shrines to gather the necessary 
damage. To cross the bog, summon as many ice blocks as you need resources for heart upgrades. Refer to our dedicated chapter on page 
with Cryonis. 112 for guidance. 


Navigating the Lost Woods can prove quite challenging. Whenever you When you reach the third flame in front of a large rock, make a 
step away from the only valid (bur invisible) path, mist will surround 90-degree turn to your left and follow the trail of flames. 

you and return you to a previous position, In the first section, finding 

your way is actually easy: follow the trail of torches. The flames can be 

identified from a distance if you rotate the camera and carefully observe 

the environment. 


After another three flames, turn left again to find a lone flame. From the lone flame, make a 90-degree curn to your right and head 
toward the two torches in the distance. 


® WALKTHROUGH 


When you reach two torches side by side, the real challenge begins. From the two torches, take a left and head straight to the large tree 
You now need to find your way through the fog to reach the Korok shown here, barely visible through the fog. When you reach it, make 
Forest's entrance, If you stray from the correct invisible pach, you a 90-degree turn to your right (west) and run straight forward. 


will be taken back to the torches. The correct directions from the 

torches, if you just want a quick summary, are as follows: looking 

toward the nearby tree, take a left; halfway before you reach the 

shore, turn by 90 degrees to your right; when you reach a rock cliff, 

turn again by 90 degrees to your right; then tuen by 90 degrees to 

your left to pass between the two rock cliffs. ‘This is illustrated on the 

above map. The following three steps illustrate exactly when you are | 
supposed to change direction. | ROD 


When you reach a small hilloek on your left, walk past it, then make Running alongside the cliff, you will soon reach a small canyon on PAR 
a 90-degree turn to your right (north) and keep moving alongside your left. Head through it and keep going straight: che rest of the | 
the bottom of the cliff. path to Korok Forest is entirely safe and linear. GERUDO OUES 


FHERO'S 
SWORD 


Your main objective in the Korok Forest is to pull the Master Sword from In addition to the Master Sword, the Korok Forest is home to various 
the stone. When you Arst interact with it, a cutscene will begin and the interesting features: a shrine, three shrine quests, multiple side 

“The Hero's Sword” main mission is triggered. To obtain the weapon, quests, and Hestu — the creature who will expand your inventory in 
you must fulfil a single condition: Link must have at least 13 full hearts, exchange for your Korok seeds. Hestu can be found a short walk east 
If you do, examine the Master Sword and it will be yours. If not, you of the Master Sword. 


must return here once your tally of heart containers reaches the required 
milestone. The Master Sword has a default attack value of 30, which is 
respectable but not spectacular for a one-handed blade. However, this 
value is doubled against enemies possessed by Calamity Ganon, which is 
the case of all those found in Hyrule Castle — including Ganon himself. 
Furthermore, the Master Sword cannot be broken: when ic loses its 
charge, you just need to wait undil a cooldown ends to begin using it 
again. Finally, the Master Sword can fire a projectile beam: hold then 
release BB whenever Link is at full health. 


GES 


You can find step-by-step solutions for all shrines 
and shrine quests in the Central and Ridgeland 
Tower regions on pages 168 and 174. 


Speak to Toren at the Tabantha Bridge Stable, 

at the west edge of the Ridgeland region. He 

asks you to find a Great Fairy Fountain for him 
by climbing Tabantha Tower and locating the 
fountain by using the tower’s afternoon shadow: 
The fountain is located to the south of Tabantha 
Tower, at the base of Piper Ridge. It is in the small 
pond that is visible on your map. 


Speak to Parcy at the Riverside Stable. She asks 
\_you to find a piece of the “royal guard” series. 

You can find the royal guard’s sword behind a 

doorway blocked by destructible rocks, in the 


stairs after the armory (see step ‘®} overleaf). 


Speak to Gotter at the Riverside Stable. You can find 
two recipes for him in Hyrule Castle’s Library: a first 
on a large wooden table on the ground floor, and 
another on a small bookstand on one of the upper 
walkways. If you struggle to find these by yourself, 
we reveal their ingredients on page 269. 


Speak to Toffa at the Outskirt Stable, in the far 
southwest of the Central Tower region. He asks 
you to find a specific white horse. Head to Safula 
Hill, across the river to the northwest. You can 
capture the horse in question like any other 
horse, though this one is warier and will require 
| you to crouch-walk at the slowest possible speed 
| over the final yards of your approach. Once the 


Í í ‚register it, then speak to Toffa again. 


Speak to Trott at the Outskirt Stable. He needs 

raw gourmet meat, which you can obtain from 

various large mammals, including wolves, bears, 
‚_buffalos, and rhinos. 


\_ (see page 268) 


Speak to Aliza at the Outskirt Stable. All you need 
to complete this quest is to show her the Master 
Sword (see page 100). 


Castle's East Passage, which you can access from 
the northeast shore. It is fast and aggressive. The 
best way to defeat it is to constantly remain close 
to its crystal weak point and attack it with a spear- 
type weapon from the ground. 


(see page 314) 


CENTRAL TOWER & 

KE 

HYRULE CASTLE 

If you haven't done so already, start by activating Central Tower to unfog the 
map in this region. This should pose no particular problems at this stage. There 
are a few Guardians in the area, including a Guardian Stalker, but you can either 
avoid them or eliminate them by perfect-guarding their laser beams. From the 
top of the tower, you are in a good position to observe Hyrule Castle. There 
are many points of entry and optional rooms with valuable rewards inside. We 
offer a “grand tour” of the castle overleaf, but vou should feel absolutely free ta 
explore on your own and choose whichever approach works best for vou. The 
only mandatory step of this final mission is to reach the Sanctum in the center 
of the castle, where Ganon awaits the inevitable showdown with Link. 


pn 


corridor to the left when you reach the top of the 


horse is under control, take it back to the stable to 


A rare version of the Stone Talus awaits in Hyrule | 
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APPROACH: We suggest that you go on a grand tour of Hyrule 
Castle as it features many secrets and optional collectibles thar are 
well worth the effort — including powerful weapons, shields, and 
bows that can prove immensely useful during the battle against 
Ganon. If you are already suitably equipped and do not wish to 
explore, feel free to take che straight path via the waterfalls as 
described on the previous double-page spread. Otherwise, approach 
the castle from the north. Standing on the cliff facing, the back of the 
castle, you will see two cave entrances: first, go through the one on 
the right, leading to the Lockup (@): then head through the one of 
the left leading to the Docks (@). 


DOCKS: At the Docks, follow the ledge on the left-hand wall chen go 


up the stairs. When you reach the upper floor, you can make the Saas 


Ko'sah Shrine appear by setting the brazier ablaze, though chis is of 
course optional (see page 173). When youre ready to proceed, run up 
the long stairway that follows. 


ARMORY: Follow the linear corridors until you make it to the armory. 
After defeating the few enemies in this room, pick up as many weapons 
ry valuable and powerful pieces here. Climb 
to the floor above once youre done. Leaving the armory, you enter a 


as you can. There are 


corridor and come to a T-intersection: the door to the right leads to the 
Dining Hall (see next step). The dead end to the left features a doorway 
thar is blocked by destructible rocks. Blow these up with bombs to 
obrain a royal guard’s sword, which is required for the completion of a 
side quest. 


LOCKUP & HYLIAN SHIELD: ‘The Lockup (which you can enter 


by lifting the entrance gate with Magnesis) features multiple cells 


behind which enemies are trapped. You can access them by opening 


the doors via levers or by blowing up destructible walls — they all lead 
to minor treasure. The grand prize, though, is found in the final room 
to the right. After eliminating a Stalnox sub-boss, you earn the right 
to collect the best shield in the entire game: Link's Hylian shield. This 
for the 
against Ganon. Defeating the Stalnox should pose no particular 
problem at this stage: just dont forget to hit ies eye when ir falls on the 
floor wich only a fraction of its health left. Once the Hylian shield is 
yours, backtrack to the entrance and this time head through the main 


features unequaled stats, making it a fantastic as 


tunnel leading to the Docks. 


LIBRARY & KING'S STUDY: At the top of the stairs, grab the 
bookcase that blocks che pach with Magnesis. This gives you access to 
the Library. You can use the bookcase or the nearby metallic cube as a 
eudgel to eliminate the few creatures in chis room. You will find cwo 
recipes from open books: one on a large wooden table on the ground 
floor, one on a small bookstand on one of the upper wallways. ‘These 
are involved in a specific side quest (see page 269). There are two other 
metallic bookcases thar can be moved with Magnesis to reveal secret 


passages: one leads to a treasure chest and ore deposits, while the other 
leads to the King's Study. The King's Study is home to a note from King 
Rhoam and also contains che very sturdy royal guard's shield. Once you 
are satisfied wich the current progress of your light pillaging, make your 
way to the exit on the opposite side via the upper walkway. 


DINING HALL: The next room you will come across is the Dining 
Hall. This features a few monsters and, more importantly, large 
quantities of ingredients that you can collect. A cooking pot in 

one corner of the room means that you can use this opportunity to 


prepare dishes wich powerful restorative properties or other special 
effects if your supplies are low. 


OBSERVATION ROOM: Your next destination. is down the stairs close 
to the Dining Hall's wooden doors, at the end of the corridor in the opposite 


direction of the dead end with che royal guard's sword. On the Observation 
Rooms upper landing you will find a treasure chest and collectible arrows. 
When youre ready to proceed, glide to your right from the balcony then 
reenter the castle via the door just before the waterfall. You will find a closed 
gate after a few steps: raise it with Cryonis to open the way. In the next 
corridor, you will soon reach a crossroads: the passage to the left leads to the 


Guards Chamber (@), while the one to the right leads to a long corridor (€). 


CORRIDOR: This time, take a right and head into the long 
corridor infested with Malice goo. When you reach the point 
where che goo completely blocks the way forward, peer through 
the opening in the toxic substance. Shoot an arrow at the glowing 
eyeball to clear the path, then exit the castle at the other end. 


SANCTUM: From Zelda's Study, glide to the pool and use the Zora 
Armor to swim up the waterfalls until you reach the castle's main 
entrance. Once you enter the Sanctum beyond this doorway, you will hit 
a point of no return: the game's grand finale against Ganon will begin. 


BOSSES: If you haven't freed all four Divine Beasts, note that you 
must face each undefeated boss inside the Sanctum before Calamity 
Ganon himself. If you haven't cleared the Vah Naboris dungeon, for 
example, you will find Thunderblight Ganon on your way, taking 

a toll on your resources before you even begin the battle against 

the main boss. In addition, you will enjoy neither the gift of the 
corresponding Champions (in this case, Urbosa's Fury) nor the 
health reduction applied to Calamity Ganon. This is why it is so 
important to complete all four dungeons prior to finishing the game, 
as described in this Walkthrough. 


GUARDS’ CHAMBER: From the corridor, take a left and pay a 
visit to the Guards’ Chamber. In addition to a few opponents, this 
room is home to multiple advanced weapons, as well as hidden 
treasure chests wich valuable contents: you will find one underneath 
both sets of stairs; you can climb to two additional ones ou the 
upper deck. After you've plundered the weapon racks, backtrack to 


the previous corridor. 


run up the nearby stairs. There are multiple flights and a small cliff to 

climb to reach Princess Zelda's Room. Inside you will find a powerful 

royal guard's bow above the fireplace, as well as Zelda's diary on a 

desk. Now climb up to the level above and cross the small bridge to cel 
reach Princess Zelda's Study in the small tower outside. This contains 

both Zelda's research journal and a silent princess flower. 


FIRST GATEHOUSE & SECOND GATEHOUSE: Optionally, 
note that you can visit the two round tower buildings on the main 
road, both within walking distance from Princess Zelda's Study. 
Each pits you against a high-level Lynel. These are extremely difficult 
battles, potentially harder than your imminent duel against Ganon 
himself. We suggest you confront these enemies only if you feel 


very confident in your perfect-guarding skills. The one in the First 
Gartehouse is a Blue-Maned Lynel, while the other one in the Second 
Gatehouse is an even more dangerous White-Maned Lynel. Feel 

free to use Revali’s Gale to glide over the Malice goo separating the 
two buildings, though swimming also works. You can find more 
derails concerning these creatures in our Bestiary chapter (see page 
320). If you manage to defeat them, they will drop their remarkable 
weapons, shields, and bows; there will also be a treasure chest chat 
offers an additional reward. 


== SUMMARY —e- | 


OVERVIEW: After the battle’s introduction, the champions of Hyrule that 
you rescued step in, unleashing the power of their Divine Beasts. Each one 
of them removes one eighth of Ganon's health bar. If you have conquered 
all four Divine Beasts, this means that the health of your enemy will be 
down by 50% when the battle begins. Calamity Ganon uses techniques 
derived from those of the four dungeon bosses, so you should be familiar 
with most of them. 


plees ie Ca Te IN STRATEGY: Arrows can be used to slowly chip away at Ganon's health, 

but the best way to cause large amounts of damage is via perfect dodges 
followed up by flurry rushes. Flurry rushes offer one very substantial 
benefit over perfect guard counters in this batte: the slow-motion effect 
they trigger means that Ganon cannot execute his area-of:effect attack every 
time you are within melee range. This makes flurry rushes the most efficient 
way to take down your opponent, If you are wielding the Master Sword 
(see page 100), you can inflict massive damage while keeping your shield at 
hand to perfect guard your enemy’s laser beam attacks. Keep your target in 
sight at all times, defend against its long-range assaults and perform flurry 
rushes at close range. 


FIRST PHASE: ATTACK OVERVIEW 
The following captions illustrate the various types of assault that Calamity Ganon will use against you, and detail how to best defend against 


them or counter them. 


At close range, Calamity Ganon will regularly perform melee attacks Calamity Ganon will also regularly attack with his blue-glowing 
|__ with his fire-infused sword, much like those executed by Fireblighc Guardian blades. These are much swifter, and therefore harder to 
|__Ganon (see page 95). These cause fire to spread at their point of perfect dodge. Have your shield drawn at all times except when you are 
inpact, making them extremely dangerous. They require rather long counterattacking to at least negate the damage of these blows. 


preparation times, which makes them relatively easy to counter with 
a perfect dodge or perfect guard: initiate your command as soon as 
you notice the creature’s arm start to move forward. 


Your opponent also possesses the galestrike attack employed by 


summons large tornadoes that move rather unpredictably in your Windblight Ganon. This technique cannot be blocked. Whenever you 
direction. These cannot be blocked or stopped, so starting sprinting notice your foe point his weapon at you with a vortex of wind forming 


away from them as soon as they appear. in front of it, sprint in a lateral direction to evade the incoming shot. 


You will surely remember thís attack from your encounter against If your opponent summons pillars that fall close to you, be swift to 


Waterblight Ganon (see page 60). Whenever you notice that your sprint away. These will soon be struck by lightning, causing shock í 
enemy is summoning multiple ice blocks in the air, prepare your damage in the area, : 


Cryonis rune and stand ready to press @ repeatedly while aiming 
at the incoming projectiles to shatter them. Sprinting away is also a 
possibility. 


When Ganon throws a fireball at you, you have two options: either Your opponent will regularly fire blue-glowing projectiles at you. These 
can be perfect-guarded. If you succeed, they will be redirected at Ganon _} 


running as far away as you can from the point of impact, or freezing 
and stun him — leaving him vulnerable to a full combo. 


it with an ice arrow. 


Last bur not least, your enemy will occasionally chrow his spear at you. 


If you stay within melee range for more than a few seconds, Ganon 
will generally perform an area-of-effect attack, with blue energy If you identify this in advance 
striking everything around him. This is an unblockable technique, so sprint away from its point of impact. 


you cannot afford to remain at close range unless you have stunned 


you can easily dodge it with a sidehop or 


your foe beforehand. 


SECOND PHASE 


SECOND PHASE: POSSIBLE COUNTERS 


After losing 50% of his starting health, Ganon will summon a fire energy field that protects him from all of your assaults. You can only inflict 
damage if you temporarily disable this protective barrier. 


== SUMMARY ——- 


OVERVIEW & STRATEGY: In the second phase, Ganon will regularly 
summon a field of fire energy that makes him invincible. As long as his 
body glows orange, none of your direct attacks can harm him. His assaults 
remain the same, with only a single addition to his repertoire, so you have 
no reason to panic: just defend calmly and consistently until you manage 
to create an opening. The following captions illustrate how you can achieve 
this. Every time you stun your enemy, rush to him and unleash your most 
powerful combo. 


The following captions illustrate che various methods you have ar your disposal to counter your opponent, and therefore break his otherwise 


impenetrable defense. 


GUN SHOTS: The easiest method to stun Ganon 
is probably to perfect guard his blue-glowing 
projectiles. He usually fires six of them at you, each 
one presenting a unique opportunity for a perfect 
guard counter, If you succeed, the beam will stun 
Ganon: rush to him and attack ferociously until a 
new cycle begins. Should you fail, the beams are not 
very powerful and will have a nominal effect on your 


shield’s durability. 


the less effortful blue projectiles. 


MELEE ATTACKS: Every rime Ganon performs 
melee attacks, you have an opportunity to perform 

a perfect dodge or perfect guard by initiating your 
command at the last second. You can chen follow up 
with a flurry rush or standard counter respectively, 
both of which will damage your opponent irrespective 
“of ies sralwart defense. As a rule, we recommend the 
perfect dodge/Hurry rush combination, as its slow- 
motion effect leaves you less exposed to an immediate 
…_tiposte wlien your opponent recovers. 


iR BEAM: By now, you should be entirely 
familiar wich chis technique. Ganon directs a red laser 
at you. When his arrack is fully charged, a powerful 
beam is fired. A successful perfect guard will redirect it 
back to Ganon and offer you an opportunity to attack. 
However, the úming here is particularly vicky: che 
charge delay is brief and the beam moves a very high 
speed. You therefore need to initiate che perfect guard 
a fraction of a second before che beam marerializes. 

If your timing is off, your shield will be destroyed. 
Should you run out of shields, you will nor be able 

to perfect guard either the blue projectiles or the laser 
beam, leaving you in a fairly dire predicament. If you 
are not confident in your abilicy to perfect guard the 
laser beam, sprint away from it and save your shield for 


BOSS: DARK BEAST GANON … 


After Calamity Ganon falls, you will regain control of Link outside 
the castle, facing a gigantic foe: Dark Beast Ganon. As soon as 

the final battle begins, collect the nearby Bow of Light. This offers 
unparalleled power and infinite ammo. You do not need to get down 
from your horse: just gallop toward the bow and Link will pick it up 


automatically. 


After eliminating the three light glyphs on one side of Dark Beast 
Ganon, gallop to the other side and repear the process: fire an arrow 
at each of the three glyphs that appear. 


Finally, gallop until you are in front of Dark Beast Ganon. You will 
soon see its weak point appear in the form of a large eyeball, If you 
fire an arrow at it from the ground, though, the eyelids will close and 
prevent you from dealing any damage. Instead, wait for your enemy 
to unleash a beam of energy, and use the updraft chis generates to 

fly high in the air, This offers a cinematic opportunity for a perfect 
slow-motion finishing arrow. 


With the Bow of Light drawn, head to either side of the creature and 
wait for glyphs to appear on its body. As soon as they do, slow down, 
or even stop your horse if you are not currently under threat, and fire 
an arrow at all three of them: one at the top of each leg, and one on the 
flank. Feel free to fire liberally: your ammo is unlimited. 


When the first six glyphs have been hit, a seventh one will appear on 


the creature’s belly. Gallop beneath it and look up: this is an easy shot at 


such close range. 


ern POST-CREDITS-PLAY-=® 


You may have reached the end of the main storyline, but your adventure 
in Hyrule is far from complete. After the credits roll, your game will be 
saved automaticalfy. If you later load this save file from the title screen, 
you will be able to resume your playthrough at the entrance to Hyrule 
Castle’s Sanctum with your equipment and parameters unchanged. This 
save file will feature a star icon, acknowledging the fact that you have 
defeated Ganon. 


In addition to the main narrative, Breath of the Wild features dozens of 
side quests, mini-games, and optional challenges that you have probably 
yet to discover, let alone complete. Turn the page to read about these 
diversions, plus a variety of other enjoyable end-game activities … 


WALKTHROCGH 


STROY GANON 


This chapter has been designed to guide you through all 
shrines and, when applicable, the challenges required to 
reveal them. Throughout the chapter, we use sequences 
of annotated screenshots with accompanying captions. 
These highlight essential actions that need to be performed, 


providing at-a-glance solutions to all puzzles. 
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SHRINES 


INTRODUCTION 


challenging you to solve all sorts of physical or logical puzzles. 


STRUCTURE 
Every shrine in the game has the following features: 


An entrance: you can interact with this to leave a shrine prematurely if you 


wish, though fast travelling from any position in the shrine works just as well. 


Pp At least one treasure chest: these can be directly in your path and easy to 
reach, or, instead, very hard to reach, offering a small puzzle of their own. 
Treasure chests are generally entirely optional: whether you open them or 
not has no influence on your ability to clear a shrine. The only exceptions 
to this rule are the few cases where a chest contains a small key required to 
open a locked door. 


Pp _An altar, easy to identify, thanks to the blue energy field that surrounds it: 
examining the altar completes the shrine and rewards you with a spirit orb. 


PUZZLES.. 


For most shrines, the path from the entrance to the altar features puzzles that 
rely on all sorts of mechanics, such as runes, your ability to carefully observe 
your environment and think creatively, your understanding of elements, to 
name but a few. 


Throughout the chapter, we use sequences of annotated screenshots, 
with white arrows representing the path taken by Link, and blue arrows 
representing the movements of objects. These will guide you as you clear 
each dungeon, illustrating every key step of the way and enabling you to 
identify solutions in the blink of an eye. 


Before you turn to our solutions, however, we strongly suggest that you attempt 
to solve puzzles by yourself. Every single one of them has been carefully designed 
and balanced by its creators. Many even offer multiple solutions, rewarding 
creative thinking. Puzzles in Breath of the Wild are both fun and fair, and clearing 
them can be one of the most enjoyable activities in the game. 


To help you get started, here are a few recommendations that will enable you 
to develop the right habits: 


P The most important point is that you should always try to think rationally. 
There is no magic trick to use, you don't need any specific knowledge 
or a degree in quantum physics to clear shrines: all you need is common 
sense and patience. More often than not, after solving a puzzle that initially 
seemed frustrating or insurmountable, you will realize that you had simply 
overlooked something obvious. 


AVAILABILITY 


In the wild, most of the shrines are available by default. Standing at the top 
of a tower, you will frequently spot a couple of these: feel free to pin them 
with your scope, making the process to reach them far easier. The fact that 
towers are very tall enables you to safely glide toward the shrines that you 
have located in this manner, and thus reach them quickly. Once you have 
cleared one, you can warp back instantly to the tower and repeat. This is one 
of the most effective ways to scout new regions. 


In addition to shrines that are blatantly visible in the open, many others 
are also available by default, but hidden: at the bottom of a pit, inside 

a small cave, or at the top of a mountain peak. This is why it makes so 
much sense to venture off the beaten path in this game. Your curiosity and 
perseverance will almost always pay off. Your Sheikah Sensor will help you 


<3 _Shrines are landmarks that you will encounter very regularly as you travel the vast expanses of Hyrule. Most of them are miniature versions of dungeons, 


P One of the keys to solving puzzles is methodical observation: whenever you 
enter a new room, look around, heading to a vantage point if possible. Can 
you see any interactive objects such as floor switches, pedestals and orbs, 
launchers, erystals, or torches? These devices are always involved to some 
degree in the solution. Refer to our Primer on page 30 for a visual depiction 
of the most important of these puzzle components. 


P If you can't spot anything of interest at first glance, scan the environment 
with your runes active. Potential targets appear in bright magenta for 
Magnesis and yellow for Stasis. If you spot one of these, the chances are 
that you can do something productive with it. An overwhelming majority 
of puzzles involve at least one rune, which makes this scanning process so 
pivotal. Likewise, if you notice a pool, or even a small puddle, keep in mind 
that you can create blocks of ice on top of water with Cryonis. 


P Consider the possibility of using multiple runes at a time. For instance, you 
may need to stop a moving platform with Stasis, then drop a bomb on it 
while it's frozen in time. For a presentation of all runes, turn to page 28 in 
our Primer. 


P Think logicalty in terms of the natural laws of physics: Dozens of puzzles are 
based on the game's physics engine, particularly gravity. This can mean, for 
instance, dropping a barrel on a seesaw to be propelled in the air, placing 
objects of various weights on balance scale devices, or activating floor 
panels with heavy items. 


If you approach puzzles methodically, following the above points, you will 
very regularly experience “eureka” moments, significantly enhancing your 
enjoyment of the game. 


track down these shrines. The sensor is represented by an antenna icon on 
your screen (@ ). Whenever a shrine is available in the current perimeter, 
the sensor starts glowing. The concentric circles light up when Link moves 
in the direction of the shrine: the better his alignment, the more circles 
glow. 


The hardest shrines to reach are those buried in the ground, as these are 
usually not detected by your sensor. To reveal them, you must carry out 
specific tasks, such as setting nearby lanterns ablaze or interacting with a 
pedestal in a specific way. You will generally find clues in the area to put you 
on the right track (a stone tablet with a riddle, for instance), and many of 
these challenges are actually part of shrine quests, which are listed in your 
adventure log once triggered. 


REWARDS 


Much like towers, shrines are high-priority targets in terms of exploration, as P At least one treasure chest (and often more) with contents that tend to be 


they offer valuable rewards on completion: worthwhile — gemstones, weapons, even special pieces of armor occasionally. ® SHENES 


Pb Additionally, each shrine that you activate by interacting with the terminal 
at its entrance turns into a fast travel position. As the game features over 
a hundred shrines, these soon form a network that enables you to warp to 
virtually anywhere on the map. This proves particularly handy when carrying 
out side quests and optional objectives at the four corners of Hyrule. 


p A spirit orb — an item that you can trade in bundles of four for additional 
heart containers or stamina vessels. This is achieved by interacting with any 
of the goddess statues scattered in Hyrule. 


METDINE TMDECTIDWV 
SHRINE DIRECTORY 

If you are looking for guidance for a specific shrine, this alphabetical list will enable you to find it in no time. The contents of most shrine chests are fixed, but 
note that the weapons you obtain can vary based on your progression. In this table, we reveal “base” weapons; the further you are in the adventure, the more 
likely you are to find better variants: either the same weapons but with bonuses, or stronger weapons within the same category. 
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This map shows the position of the 116 optional shrines that 
are covered in this chapter, as well as the four introduced 

in the Walkthrough chapter. Note that you can also find all 
shrines represented on area maps in the pages that follow, 
and on the guide’s poster, enabling you to use both the poster 
and this chapter simultaneously if you wish. 


Shrines are sorted by region — the very regions that are 
initially marked out on your in-game map and that will be 
“unfogged” when you activate the local tower. These regions 
appear in the following pages in an order that reflects the 
progression suggested in our Walkthrough. 


A shrine icon can appear under different colors based on its 
current completion status. When you first reveal a shrine on 
your map, it is represented by a yellow icon (@>). Once you 
interact with the terminal at its entrance (turning it into a fast 
travel position), its icon outline turns blue (@>). Completing 
the shrine by examining the altar makes the icon entirely blue 
(@»). In addition, opening all treasure chests within a shrine 
triggers the appearance of a chest icon when you select the 
shrine in question on your map screen: this corresponds to 
100% completion for each individual shrine. 


GREAT PLATEAU SHRINES | 


Nate that the Great Plateau shrines v 9 
the maín st ne act as simple introductions to the 
primary functions of each rune. These are covered in 
our Walkthrough chapter. Refer to page 38 if vou need 
any guidance to complete them. 
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This shrine is located to the east of the Great Plateau Tower, afew _{ | This shrine lies in the small pond just west of the Dueling Peaks 
H steps to the south of the road thar leads to the Dueling Peaks, just 
before the Hylia River. \__{_ the small plateau directly southwest of the shrine. 


Stable. It is surrounded by spikes that you can glide above from 


|__This easy shrine acts as an introduction to the effects of wind on |__Cross the first two gaps by using blocks of ice generated with 

|__your paraglider. Head up the stairs to your left, then glide all the way | Cryonis as stepping stones. After the second one, turn around and 
across the room to the first treasure chest. The wind at your back |__use the same method to reach the treasure chest on the elevated 
makes this child's play. Proceed to the next room when youre ready |_ platform. 


and use the wind from the fan to your left to cross the room in the 
same manner. | 


The final fan makes ir easy to glide to che altar. Don't forget to put In the main room, you need to summon three blocks of ice in the 
Ì__{_the paraglider away with ® when you reach the platform, though, \_positions shown on the picture above to guide the orb to its concave 
\_as your speed can easily take you too far, above the abyss. Before |_ slot. 


you do so, consider making a small derour to your right to open the 
second treasure chest on the far ledge: this is best attempted directly 
\__from the fan, opening the paraglider at the peak of your jump, 


and curving toward the treasure chest just as you reach the altar's 
platform, 


se—o HILA RAO SHRINE o—o® 


T FOR THE FLOWERS 


E QUEST 


jandbar 


‘This shrine lies on the small Floret $ island, to the north of 


the Dueling Peaks Tower. 


DUELING PEAKS TOWER 


‘To reach this shrine, you must first carefully navigate your way 
through Magda's maze of flowers without touching any of them. 

\_ Follow the pach shown above, walking slowly to avoid taking any 
chances. [f you struggle, note that you can create a fire-induced 
updraft co glide directly to the entrance. 


Once inside the shrine, step on the wooden raft to cross the first 
stream. Note that you can stop it with Stasis if you wish. 


Proceed in the same manner to cross the second stream, but consider 
pausing briefly on the way to lift the treasure chest at the bottom 


using Magnesis, 


In the final room, raise the second treasure chest out of the water 
second block of 


with Cryonis so that you can open it. Summon à 
ice close to the destructible rocks, chen climb on top of it. Throw 
a bomb to blast your way through the rocks before you make your 
way to the altar. 


‘This shrine ís built just beneath the summit of che northern ‘This shríne lies at the top of the southern Dueling Peak, 


|_ Dueling Peak. | 


‘This puzzle might seem very obscure, until you realize that there is a |__This is the “twin” version of the Shee Venath Shrine. All you need 
“twin” version of it in the Shee Vaneer Shrine. All you need to do is |___to do is rearrange che orbs so that they reproduce their starting 
rearrange the orbs so that they reproduce their starting configuration |__configuration in chat shrine, as shown on the above picture. This 
in thar shrine, as shown on the above picture. \__opens the door leading to the altar. 


Before you examine the altar, let the elevator take you to the \_Before you examine the altar, let che elevator take you to the 
“observation deck”. From here, you can glide to the treasure chest \_ “observation deck”. From here, you can glide to the treasure chest 
behind the wall adjacent to the elevator. ‚behind the wall adjacent to the elevator. 


‘This shrine is found becween the Dueling Peaks, on the cliff road 
that overlooks the river’s north shore. 


Step on the foor switch to make an orb fall in the concave slot. This 
activates a moving platform that takes you to the next step. 


As previously, step on the floor switch to release an orb. This time, 
move away from the switch just before the orb-reaches the end of 


the first platform, so that the slope of the second platform slows it 
down just enough for it to nor fall. Ir will then gently roll down to 
{_the concave slot. You can now take the moving platform to the final 


section of the shrine. 


DUELING PEAKS TOWER 


Ree Datiee Shrine 


Shee Venath Shrine 


Shee Vaneer Shuine 


Stand on the floor switch again to release an orb. ‘This time step 
away just before the orb reaches the end of the platform: the idea is 
that the platform will move up and act as a “springboard”, enabling 
the orb to make it to the concave slot. Once you succeed, a moving 
platform takes you to the platform you just used. 


Before you head to the altar, grab a metal barrel wich 
Magnesis and drop it on the floor switch you activated in 
step &. ‘This will raise the platform, giving you access to 
the treasure chest. 


|_e9—o LAKNA ROKEE SHRINE o—o® 


‘This shrine is found on the hill to the northeast of Kakariko ‘This shrine is located to the east of Kakariko Village, in the 
Village. \__} woods south of the nearby Great Fairy Fountain. | 


This shrine acts as an introduction to some of the key combat \_You can reveal this shrine by dropping an orb in the pedestal to the 
features. Follow the on-screen instructions to complere it. Two |__east of Kakariko Village, close to the local Great Fairy Fountain. 
treasure chests are available in che first room, and a chird one on the 


ests The orb in question lies right by Impa, inside her house at Kakariko 
way to the altar. \_ Village. However, you can only obtain it if you have completed 
three local quests (Flown the Coop, By Firefly’s Light, Find the 
vloe de Fairy Fountain). If so, visit Impa's house to trigger a cutscene and 
à |__the The Stolen Heirloom shrine quest. Now sit by a fire and wait for 
|__night to come. At around 10:00 PM, you will notice that Dorian, 


one of the soldiers guarding Impa's house, leaves his post. 


kia Rakee Shine | 


DUELING PEAKS TOWER 


Eollow Dorian from a safe distance, remaining stealchy ar all times, 
uatil he reaches the pedestal to the east of Kakariko Village (a short 
distance to the south of the Great Fairy Fountain). When he stops 
moving and asks someone to show themselves, move closer to 
trigger a cutscene. Defeat che Yiga Blademaster to receive the orb. 
Once inside the shrine, head to the altar, collecting the contents of 
the treasure chest on che way. 


You will find this shrine to the southeast of the Dueling Peaks, 
along the small stream that branches off from the main river. 


Inside the shrine, interact wich the first terminal to trigger a puzzle 
based on the gyroscopic features of your controller. You need to 
align the pillar horizonrally so as to create a bridge leading to the 
next platform. However, if you turn your controller upside down, 
you will reveal the opposite side of the pillar, where a treasure chest 


is hidden. 


The third puzzle is a little harder than the others. You must first reach 
the treasure chest on the opposite side of the structure. Flip your 
controller upside down, then make the necessary adjustments to have 
both access to the chest and the possibility of jumping back to the 
terminal, Opening the chest is indispensable as it contains a small 
key required to unlock che final door. 


‘This shrine is actually hidden behind destructible rocks. You can 
easily blow these up from the opposite shore using a bomb arrow. 
Alternatively, you can throw a bomb in the river upstream, and wait 
until the current takes ie to the destructible rocks, at which point 
you can detonate the explosive. 


For che second puzzle, you must first align all three sets of stairs, then 
angle them so that they create a bridge with the next platform, as 
illustrated above. As usual with these puzzles, start from the default, 
flac posicion and angle your controller very gently: this will make ie 
easier to adjust the rotating device in all three dimensions. 


Angle the rotating device so chat the stairs slide down from their 
initial position. Next, slightly adjust the device’s orientation to create 
a bridge leading to the locked door, as shown above. 'Îhe altar awaits 
on the other side of the locked door. 


AKS 


‘This shrine lies just south of Hateno Village, on a small plateau 
overlooking the general store. 


If you struggle wich the maze, one tip can make things much easi 
just turn your controller upside down. The platform’ rear side is 
actually free of any walls — making it substantially easier to adjust 
the orb's course to the fenced section. 


Before you head from the terminal to the altar, consider opening 
the chest hidden in the maze. The easiest way to reach it is to angle 
the platform toward your position near the terminal: if you lower it 
sufficiendy, you can easily glide to it. Take the contents of the chest 
and head to the altar via the fenced section. 


Interact with the terminal ar the top of the steps. This enables you 
to maneuver the platform with the orb thanks to the gyroscopic 
funetions of your controller. Your goal is to get the orb through the 
maze to the final straight line, then give it momentum and raise the 
platform at the last second for che orb to jump above the gap and 
land on the fenced ledge. Ir will then automatically roll down the 


slope to the concave slot, and open the door leading to the altar. 


Mezza Ló'S 


$ 


HATENO TOWER 
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‘This shrine is located to the southeast of Lanayru Tower, in the | Speak to Kass, who ís standing on a rock right by the shrine’s 
north section of Rabia Plain, though revealing it requires youto | activarion pedestal, to start the quest. 
complete a local quest. | 


You must now quietly approach one of the mountain buck deers in Once inside the shrine, head to the crystal and hit ie chree times to 


{the area and mount it. To achieve this, it is highly recommended align the rotating block with your platform. Drop a bomb next to 
|__that you wear the full stealth armor set (from Kakariko Village's the crystal, then move to the rotating block. Detonate the bomb and 
|_armor shop), as deer are extremely wary and skittish. Alternatively, you will be taken to the shrine’s only treasure chest. 


a Level-2 stealth elixir can also work, If you have none of these | 5 WASTELAND 
at hand, try gliding from an elevared position to take the animal 

by surprise. Once in close proximity, press @ to mount it, then 

repeatedly press € to calm it down. From this point forward, it will 

behave like a horse: ride the deer to the pedestal to reveal the Mezza 


Lo Shrine. 


‚_Lift the chest with Magnesis and drop down with ir to the ground Return to the crystal and hit it three times to move the rotating 

i_ Hoor. Lift the chest again and move it on top of the floor switch block close to you. You must now activate the crystal three more 
in the fenced area, 90 degrees clockwise compared to the initial times, bur this time while standing on the rotating block. To achieve 
position of the chest. This raises the door leading to the altar. this, first drop a bomb next to the crystal. Next, cast Stasis on the 


laser beam emitter, and immediately use Magnesis to move the metal 
Ï cube our of the way (anywhere on the ground floor will do) while 
you position Link on the rotating platform. When Stasis ends, che 
laser will activate the crystal once. Fire an arrow at the crystal to 
activate it a second time. Finally, detonate the bomb to activate the 
erystal one last time, and thus reach the altar. 


dt 
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see TAHNO O'AH SHRINE e—o* {| seo CHAAS QETA SHRINE e—e® 


SHRINE OUEST: SEC OE Ti EDARS 


shrine is located to the nor 


ted be H rn 5 9 oe 
a small Ì o lt rom the r 


The challenge with this shrine is ro find it. The clues given by ‘This shrine pits you against a Guardian Scout IV, You can fin 


Clavia should help: look at the line formed by the three summit |_derailed analysis and combat strategy for this creature on page 31 


ees, and follow it toward the east. You will find destructible roc 


on a small plateau on the east side of the mountains. Blow it up 


a bomb to reveal the Tahno O'ah Shrine. Note chat you will 


E e Ì restore in in 


SHRINE QUEST: THE SPRING OP WISDOM 


|__‘This shrine is hidden inside a cave at the summit of Mount 
Lanayru. 


Now head to the mountain’s peak via the path to the right of the 
\__ Spring of Wisdom. You must rid the creature of all of ies corruption 
{__points wich arrows. The easiest way to achieve this is to follow ic 
|_ while gliding: aiming while in midair will give you the benefit of the 
slow-motion effect, making it easier to align your shocs. 


Clearing this shrine poses no problem whatsoever. The real 
difficulty here is to reveal it. Medda, a man located behind the 
buildings across the street from the dye shop in Hateno, will put 
you on the right track by triggering a shrine quest if you speak to 
him. After speaking to him, head to the top of Mount Lanayru, 
where you will encounter a giant dragon. Your goal is to free it 
from Malice goo by hitting corruption points all over its body 
(these take the form of an orange-glowing eyeball), Start by firing 
an arrow on the corruption point on its head. This will cause the 
dragon to fly away. 


Onee all corruption poincs are destroyed, you will be returned to the 
Spring of Wisdom. Fire one more arrow at the dragon to receive one 
of its scales. Pick ic up and drop it in the spring to reveal the shrine. 
Once inside, head to the altar and collect the contents of the treasure 
chest on the way. 


HATENO 


BREAVIERL WIL 


‘This shrine can be found to the north of 

Hateno Tower, behind the waterfall at the 
southern end of the Lanayru Promenade. 

A tunnel to che right of the warterfall will 

lead you to it. 


Your first task is to place all three treasure 
chests in the area on the central floor 
switch using Magnesis. One is immediately 
available in the water. A second one lies 

on a wooden ledge: make it fall either by 
burning the ledge with a fire arrow, or 

by cutting the two ropes holding it with 
standard arrows. ‘The third one rests on the 
elevator platform. Once you have opened all 
three and they are in position, a metal cube 
will be revealed. 


Move the metal cube to the elevator with 
Magnesis. Ride the elevator to the ledge 
above, then look down to the cube as the 
elevator takes it back to the lower level. 
Use this opportunity to drop down to the 
top of the cube, from which you can leap 
to the platform with che altar. 
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Ï SHRINE QUEST: THE CURSED STATUE | 


SHRINES 


When you complete the corresponding shrine quest, this shrine Calip, a character from Fort Hateno, will trigger this quest for you, 


|__will appear ar the end of the canyon littered wich small statues, to though you can actually complete it irrespective of whether you 


the north of the Cliffs of Quince. spoke to him or not. Head to the end of the canyon littered with 
small statues, to the north of che Cliffs of Quince (themselves to the 
north of the Hateno Tower). If you are in this position at 09:00 PM, 


you will see a statue whose e) 


os are glowing purple, Hit this statue’s 


ze with an arrow to reveal the Kam Urog Shrine. 


Inside the shrine, proceed down the ramp and into the chamber Once you have opened both chests, return to the central cogwheel 

\_wich rotating blocks. Walk to the base of one of the long ramps and wait for one of the smaller, triangular rotating blocks to be 
and the vertical rotation of the structure will soon put you on within reach. Jump to its side, then calmly walk over its edge when 
top of that same ramp, from which you can reach the central the rotation puts ít in an almost vertical position. ‘This will enable 
cogwheel. From here, you can glide to two treasure chests: one in you to reach the steps on its upper side. 


a fixed alcove opposite the cogwheel, and the other on one of che 


smaller rotating blocks. You can reach the latter by gliding from the 
central cogwheel when the platform in question passes beneath the 
cogwheel. 


Dow Naeh Shtine 


® 


Kam Urog Shrine 


From the stairs, leap to the chamber’s exit. The altar is then 


only a few feet away. 


es 


Materialize a block of ice behind the orb to make it fall. Once ic stops 
in front of the concave platform below, summon another ice block, 
this time beneath the orb, to make it roll down that platform, chen 
all the way down to the next concave platform (this is where your ice 
block from step @® comes into play). 


While che orb is rolling down, make sure the spot where it will stop 
(ar the top of the second concave platform) is free. If not, push 

aside any boulder in the way. Once the orb has reached the second 
concave platform, raise an ice block ar the middle point of che 
hypotenuse of the triangular platform below: this will block the orb 
in just a few seconds. Now summon an ice block beneath the orb 

to make it roll down the second concave platform. Once it reaches 
your block next to che triangular platform, lift the orb one final time 
using Cryonis to make it roll down to ies destination slot. This opens 
the path to che altar. 


_LANAYRU TOWER SHRINES 


‘This shrine relies on your mastery of the Cryonís rune. First, go halfway 
up the slope, dodging any boulders thar roll down in your direction, and 
block the laser beam with Cryonis. Position a block of ice so thar its top 
side is inches below the tip of the triangular platform just beyond the 
laser beam: this will both give you access to the treasure chest and act 

as a makeshift barrier for the orb thar you will soon send rolling down. 
Once you are ready, head to the orb at the top of the slope. 


Ne'ez Yohima Shrine 


® 


LANAYRU TOWER 


® 


Rucco Maag Shrine 


seo RUCCO MAAG SHRINE e—o® 


‘This shrine is found to the south of Zoras Domain, actoss the 
Rutala River. 


‘The shrine’s puzzle requires you to have the five torches jutting from 
the central cube all lie simultaneously. You can rotate the cube by 
hieting the nearby crystals: it will move in che direction in which the 
affected crystal points to. The key to success is avoiding any torch 
coming into contact with water, either from che pool or from the 
fountain. The easiest way to achieve this is with fire arrows. If you do 
not have any; create a campfire by dropping a bundle of wood which 
you can ignite with a flint or red Chuchu jelly. Move a standard 
arrow close to che flames and it will then act as a fire arrow. 


Finally, light up the torch to the left of the cube with a fire arrow. 
With all five of them ser ablaze, the way to the altar will open up. 


ï 
‘This shrine is surrounded by barbs. You can either navigate the maze 
these form, or bypass it entirely by gliding over it, either from the 
nearby high cliff, or after creating a fire-induced updraft. | ) 
®_LANAYRU 


To solve the puzzle from its default position, you only need to 

complete a few simple steps. First, light up the two adjacent torches 

(to your right) with a fire arrow. Next, hit the only horizontal crystal EN 
to make the cube rotate horizontally: the fountain should now be 

pointing toward the crystals. 


Before you leave, consider opening the two treasure chests that lie on 
elevated platforms on the far wall. The easiest way to achieve this is to 
set on fire the wooden ledges they rest on using fire arrows. 


‘This shrine is just north of che Lanayru Tower, overlooking the | ‘This shrine pits you against a Guardian Scout Il. You can find 
detailed analysis and combar strategy for chis creature on page 312. 
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This shrine is found on Tingel island, off the coast to the east of Í To access this shrine, you must first remove the large slab that blocks 
energy to move it aside, bur there is a much easier way: drop an octo 


balloon on ic. This will lift the slab, enabling you to glide to the 


| Akkala Tower. | the way. You could try to stop it in time wich Stasis and build up 

| 

Re ad - 

| entrance, You can obtain octo balloons by defeating Octoroks, two 


of which are found in the area. 


Inside the shrine, step on the left pan of the balance scale, leaving From the platform with the treasure chest, you can jump directly to 
the barrel alone. Look up and cut the rwo ropes holding the wooden the platform with the altar if you sprint, jump, and glide to it with 
ledge: this causes the metal cube to fall on the opposite pan, flawless execution. If you struggle to achieve this, head back to the 
propelling Link high in the air. Draw the paraglider at the peak lowered pan of the balance scale, grab the metal cube wich Magnesis, 
of his course and glide to the treasure chest in the far corner. and drop it on the opposite pan from the maximum possible height: 


when it falls, it propels Link high in the air again, enabling you to 
| glide to the altar. 


om, eliminate the Guardian Scout with arrows or by 
sending its laser beam back to it wich a perfect guard. You can now 


lift the treasu ont si ce block, then p 
E 


to tt ird secti f positioned as 
stepping sto: 


Make your way act 


sto. 


down the stream: 


this 


gives you ac 


: Í 1 en 
ummon a block of ice 


s to a second tr 


ure c 


You can now p 
e to the 


This shrine is located to the west of the Lanayru Tower, on a small 
island just southwest of Zelo Pond. To access it, you must burn 
down the bramble surrounding it, wich a fire arrow, for example. 


Before you do anything else in this shrine, drop to the ledge to the 
right of your starting position to find a treasure chest. You must 
now activate the crystal: you can do this either wich an arrow, or by 
pushing the rotating lever co the left of your starting position (which 
makes the laser beam rorate, hitting the crystal after several seconds). 
This raises the level of the water, enabling you to swim across the 
room. 


Shrine 


0 


Daka Tuss Shrme 


Pick up the barrel with Magnesis, and position ir above the floor 
switch thar can be seen at the bottom of the pool. You can test this by 
raising the barrel high in the air and dropping it: it should sink uncil 


it touches the floor switch, then return to the surface. Note chat you 
can create ice blocks with Cryonis to adjust the barrel more accurately 
if required. Once you're ready, create a block of ice in the main room 
so thar you can jump to the pillar where the laser-emicting device 
rests. From here, fire an arrow at the crystal: this will lower the water 
level again, causing the barrel to press che floor switch, and thus 
opening the door. 


If you are not interested in the second treasure chest, you can glide 
to the platform where you found the barrel. If the barrel is not in 
the correct position, pick it up and drop it on the switch, then head 
through che door to the altar. If, on the other hand, you do want to 
open the second chest, ignore this step and move on to the next one. 


To access the second treasure chest, you will need to be swift (and 
your positioning of the barrel above the floor switch must have been 
perfect). Fire an arrow at the crystal one more time to cause the 
water level to rise again. As soon as you let the arrow fly, glide to the 
platform and sprint through the door before it closes. If you fail, 
simply repeat the maneuver. If you made it past the door, summen a 
block of ice with Cryonis in the pool to the right of the altar and use 
this as a stepping stone to reach the second treasure chest. 


You will find this shrine on Shrine Island, one of the many islands | In the first room, your task is to grab the scoop at the bottom of 
in che archipelago to the southwest of the Lanayru Tower. i the water with Magnesis, and maneuver it so that you can lift an 
ï | orb with it. Slowly move the scoop above che fenced area, and drop 
the orb inside by pressing the scoop against a wall. The orb will fall 


into the concave slot, which opens the nearby gate. 


|__Head to the second room, keeping the scoop wich you. This me, Take the time to visie the first room again. Wich the water gone, a 
|__you need to lift an orb wich the scoop, and gently drop the orb on the door now gives you access to a treasure chest. 

|_top ofthe cage. As long as the orb remains on the cage, even if it's on 

| the very edge, you are fine. Once this is achieved, position the scoop 
above the floor switch ac the bottom of the pool: the scoop will sink 
and press the switch. This causes the cage's ceiling to open, enabling 
‘che ball to fall in the concave slot. This rids the room of the warer. 


Finally return to the second room and go through the door at the 
bottom of the now-empty pool to find che altar. 


seo SHAI YOTA SHRINE e—o® 
SHRINE QUEST: MASTER OF THE WIND 


shrine is located in Horon Lagoon, to the southeast o 


main. 


The most difficult block to destroy is the one fixed to one of the 
central structure’s archways. O is to climb to the top of 
the archway in question drop 

down: the wind will blow che bomb ba 

at-which point you can detonate it. An easier alternative is to fite a 
bomb arrow ar the block. In fact, if you have spare bomb arrows, 3 
can get rid of all the blocks with no hassle. Note that bomb ar 


raining, though. 


Speak to Kass, on the west shore of Horon Lagoon, to activate this 
quest. To reveal the shrine, you must first annihilate four blocks 
of destructible rocks scattered in the area. The gusts of wind and 
updrafts enable you to get close to each one of them. Bombs work 
well to destroy the rocks, though you should take in ount the 


strength of the wind when you throw them. 


e all four blocks are destroyed, head to the top of the central 
structure, and glide in the direction of the glowing dais. With the 
wind at your back, reaching it should be no problem. Make sure 
land on the dais wich the paraglider still out, though: adjust your 
trajectory and speed with ® to achieve this. If you fold it back pri 
to landing, the dais will nor activate. When you sd, che Shai 
Yota Shrine emerges from the ground. Once inside, head to che alta 
collecting the contents of the treasure chest on the way. 


SHRINE QU 


Your first objective is retrieve the Ceremonial Tridenc char fell under 
Zords Domain west bridge, close to the cliff. Create a block of ice 
with Cryonis in the middle of the river, then stand on it and use 
Magnesis to retrieve the weapon. 


ed 


rn 


‘This shrine can be found to the 
southwest of Zoras Domain, though 
it is initially buried in the ground. 


Once you have completed the Divine Beast 
Vah Ruta dungeon (see page 56), speak Ï 
to Laruta at Zoras Domain to trigger this 
shrine quest. 


Now head to the pedestal submerged ar the base of che Veiled Falls, 
Swim up the waterfall using the Zora armor, then glide back down 
toward the center of the pedestal. When you are a few yards above it, 
press the attack button to thrust either the ceremonial trident or the 
lighescale trident into ic. This will reveal the shrine, which you can 
clear instantly after opening the chest on the way. 


‘This shrine overlooks Lurelin Village, to the far southeast of the 


Faron region. 


Now move the treasure chest to the other weighing pan adjacent 
to the wall. With the pan raised, you can open the second treasure 
chest. Once its contents are yours, hop to the weighing pan thar 


\_you just lowered. 


either beforehand or afterwards. 


Grab the treasure chest beyond the fence wich Magnesis, and drop it 
on the nearby floor panel to open the door. You can open the chest 


Step on the lowered weighing pan of che balance scale and take 
control of the cube with Magnesis. Transfer the cube on the other 
weighing pan to reach the platform above. A small guardian awaits 
at the bottom of the steps. Stun it wich a shock arrow if you wish, 
then eliminate it, ideally with an ancient weapon, if you have one. 


In the next room, lower the two weighing pans on the left-hand 
side with the treasure chest that you previously dropped on the floor 
panel. Position Link on the farther pan, near the wall. 


Finally, transfer the original chest to the weighing pan you raised a 
minute ago (the one adjacent to the wall). This will raise Link high 
enough for him to easily reach the final platform. Head to the altar 
to complete the shrine. 


| seo QUKAH NATA SHRINE e—e* 


SHRINE QOUEST: A SONG OF STORMS 


Kass, che traveling singer, will give you clues to locate this shrine Once inside the Qukah 
when you talk to him, in the forest to the east of Calora Lake. To and head to the altar. 
reveal the secret, you must stand at the top of the mound shown 

here, and have Link draw a lightning bolt to his position by wearing 

metallic equipment. You will take some damage in the process, and 

need to pick up your lost gear afterwards, but this is the most reliable 

way to succeed. Alternatively, you could try dropping a metallic item 

on the mound to draw lightning, but be aware that the item needs to 

be carefully positioned in the very center of the mound’s top. 


FARON TOWER 


‘This shrine lies to the east of Faron Tower, 
on the south shore of Calora Lake. It ís 
initially concealed, until you complete the 
corresponding shrine quest. 


Nata Shrine, open the treasure chest inside 


Yah:Rm, Shrine 


e) 


objective is to propel a metal orb onto each of the 
e platforms. There are two main methods to achieve this. The 
ists of dropping an orb onto one of the launchers and 
activating it by hitting the nearby crystal wich a remote bomb, for 
am ple. We suggest you begin with the one on your right from 
starting posi he only difficulty is ming the prof 


on the mov tm. You must activate 


witch roughly two seconds before the moving platform reaches the 
middle point of its course. Proceed in a similar fashion for the second 
form, timing the cr) 


al activation so that the orb passes beneath 
oving panel (note that you must drop the orb near 

edg; st to the crystal). Both of these steps are 
rated in our screenshot, although there tually a much 


way to achieve the sane result… 


ind the wat 
th of Riola Spring. You can 


via a small path to the right of the warerfall. 


painless solution to placing both orbs in cheir respective concave 
platforms is to drop chem in the water (do so on the ramp leading 
F 8 
o the ial inte s with moving 
platforms). You can then materialize a Cryonis block undern 
Pp / 3 
them, chen climb onto the block and toss the orbs onto che 
platforms. Once both open the treasure chests that 


is and landed close to 


altar. 


vee KAH YAH SHRINE e—o® 


SHRINE QUEST: A FRAGMENTED MONUMENT 


‘This sbrine is concealed in the Palmorae Ruins and appears after 


you complete the corresponding quest. 


‘The second monument shard can be found southwest of Garini. It ís 
submerged in shallow waters, close to some boxes and barrels. 


Once inside the shrine, go up the ramp to your left and pick up one 
of the wooden barrels. Walk to the moving platform when ic arrives. 
After passing the first lateral grate, drop the barrel on the platform's 
tight-hand side, then crouch to pass beneath the next grate. Stay on 
the right to avoid the final lateral grate, then pick up the barrel again 
and drop it on the floor switch at the end of the passage. ‘This gives 
you access to the first treasure chest, which contains a smalf key. You 
can use this to open the locked door in the center of che shrine and 
activate the altar. Before you do so, though, you might want to take 
the time to obtain the second treasure chest. 


Speak to Garini to initiate this quest. Your goal is to find three 
fragments of a stone monument and show a picture of each to 
Garini. Note thar they glow brighter at night, making it a lictle easier 
to locate them. Once Garini has seen all chree, stand on one of the 
two nearby pedestals and crouch: Garini will de che same, causing 
the Kah Yah Shrine to appear. The first monument shard lies a short 
distance to the east of Garini, along the cliff chat leads to the beach. 


The third monument shard lies at the very tp of Soka Point, the 


curved peninsula south of Palmorae Beach. 


To get the second chest, head up the ramp on the other side of the 
room and grab another barrel. Step on the moving platform as soon 
as ít arrives and drop the barrel on it, then draw your bow and aim at 
the crystal that appears on your right. Hir the crystal just before you 
reach the closed gate, then immediately turn to your right and hit the 
crystal again right after you pass that same gate. Hit the crystal too 
early or too late and the path will be blocked by a gare, forcing you to 
start over. Át che other end of che passage, drop the barrel on the foor 
switch to raise the door leading to the second treasure ches. 


ke 
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FARON 
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seo TAWA JINN SHRINE oee 


THE THREE GIANT BROTHERS 


This shrine is located to the south of the Hateno Tower. 


wadinn Shri 


is found in Uten Marsh. 


To activate this quest, interact with the stone tablet found on Mount 
Your objective is to drop three orbs in 


‘Taran, just west of Taran Pa 
three corresponding pedestals. ‘The difficulty is thar all three orbs are 
each found on the body of strong versions of the Hinox enemy type. 
Each of these foes has its own entry in the album, so make sure you 
take a picture of them all. If you struggle against any of them, climb 
to the top of one of the giant bones scattered around the arena: you 
can fire arrows at the Hinoxs eye from here wich total impunity. 


Once you have retrieved all three orbs from the Hinox monsters and 
zal che Tawa Jinn 


dropped them in the pedestal slots, you will re 
Shrine. Inside the shrine, head to the altar, collecting the contents of 


the treasure chest on the way. 


seo KORGU CHIDEH SHRINE e—e® 


SHRINE QUEST: STRANDED ON EVENTIDE 


et 


This shrine is located on Eventide Island, in the southeast corner 
of the world map. You can reach it by gliding from the tip of Cape 
Cales (if you have a well-developed stamina wheel) or by steering a 
raft to the island with a Korok leaf. 


Collectibles of interest include mighty bananas (to replenish hearts), 
bows (from defeated archers), arrows (from archers and wooden 
\__crates), the soldiers claymore (found in a chest thar you can lift from 
the mud pond with Magnesis), and another sword (from a treasure 
chest close to the southeast pedestal). Make sure you keep your most 
powerful weapons for the battle against the Hinox. When facing 
weak creatures, such as Chuchus and Bokoblins, keep in mind chat 
your bombs are free and very effective. This will save your precious 
resources. 


The pedestal to the southeast is covered by a large slab. Your best 
option is to lift it with an octo balfoon. You can obtain octo balloons 
by defeating an Octorok in the islands central forest. Once the slab is 
out of the way, drop the nearby orb in its slot. 


Pa XE GERO 
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This quest begins automatically when you set foot on Eventide 
Island, It offers a unique challenge, depriving you of all your 
equipment and resources. You must gather materials on site to 
succeed. Your goal is to drop three orbs (indicated by grey circles in 
the above screenshot) in three corresponding concave slots located at 
the three apexes of the triangle chat forms the island. 


‘To reach the north pedestal, throw an orb in the water and summon 
an ice block beneath it with Cryonis. You can then climb on top of 


the block, and throw the orb to the concave slot from there. HARON 


The pedesral to the southwest is guarded by several enemies and partly 
covered by a metal cube thar you can remove with Magnesis. The real 
chaltenge, however, is to defear the Hinox who is wearing the third-orb 
around its neck. Stun ir by shooting arrows at its open eye, then follow 
up with sword combos for a swift victory. If you wasted your powerful 
blades on other targets, things will prove more challenging. As a worst- 
case scenario, turn to your bombs, which can actually deal reasonable 
damage when they detonate on the monster’s eye. After your victory, 
take che orb to the pedestal to reveal che Korgu Chideh Shrine and $ 
claim your hard-earned spirit orb. As a last resort, note that you can d 
sever the monsters necklace with an arrow, then pick up the orb and E 
fee toward che pedestal if you do not wish to take down the Hinox. 


{_ ‘This shrine can be found just south of the Lakeside Stable, hidden _ | Cast Stasis on the seesaw platform and use it to reach che floor 

|__in a natural rock cave. Destroy the rock blocking the entrance with above, then repeat this with the next platform. You can open the frsc 
Ï ) 

|_a remote bomb to access it, | treasure chest at the top. 


Ô 


|_Jump back on the second seesaw platform to caise its opposite end, Reaching the second, elevated treasure chest is entirely optional and 
|__and freeze it with Stasis. You can now make your way to the third. may seem like an impossible task at first. ‘The solution is to stand on 
| aw placform. Lower its far end then turn around and fix ie wich the far end of the seesaw platform closest to the chest in question 
|__Stasis: now sprint up the ramp and jump to the final, horizontal and use Magnesis to drop the first chest so that it acts as a lever and 
|__seesaw platform as quickly as possible to reach the altar. If youre not catapults you high in che air: draw your paraglider at the apex of 

|_ fast enough and fall, simply repeat the maneuver, Link's course to gain access to the platform where the treasure lies. 


Pre-aligning Link in the direction of the chest greatly helps here. 


e Katha Shrine 
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Shai Utah Shrine 


® SHEINES 


This shrine rests atop Cape Cales, in the southeast corner of the | Ïhis shrine pits you against a Guardian Scout HI. You can find 
world map. | detailed analysis and combat strategy for this creature on page 312. 


ee—o SHAE KATHA SHRINE e—o® 
| SHRINE Ol THE SERPENT'S JAW 
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You will find this shrine at the Spring of Courage, to the southwest Kass will put you on the track of this sbrine by initiating a shrine 
quest if you speak to him. He awaits in Pagos Woods, to the west of 
| the bridge thar crosses the Floria River. 


of the Dueling Peaks. 


The Spring of Courage is located to the southwest of the Dueling Farosh is a flying thunder dragon that regularly roams in the three 
|_ Peaks, to the north of the Dracozu Lake. Pray on the small altar in following areas: the Gerudo Highlands, the region with many 
| front of the goddess statue and she will ask you to bring her one of waterfalls to the east of Faron Tower, and above Lake Hylía (where 
|__Farosh's scales, she dives in and out of the water before crossing-over the Bridge of 


| Hylia). When you manage to get within bow range, hit any part of 

| her body with an arrow: she will drop a scale in the corresponding 

| location. Take chis back to the Spring of Courage and put it in ! 
the water to complete the quest and reveal the Shae Katha Shrine. 
Head inside and open the treasure chest on your way to the altar. 
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south. 


A second, hidden treasure chest is within immediate reach: head to 
the back of the structure with the pile of rock cubes on it. Magnesis 
will enable you to remove a steel cube inside the structure, behind 
which the chest awaits. 


Now grab the metal door thar you freed and position it as a bridge 
between the platform with the stairs and the one closest to the altar. 
Cross this makeshift bridge and you will be one step away from 


completing the shrine. 


‘Thanks to the power of Magnesis, you can easily open the two sets of 
large merallic doors. The first one gives you access to the main room, 


zl and the second one to a treasure chest. Preemptively eliminare the 


two Guardian Scouts that roam in the area before you proceed. 


Clearing this shrine might seem impossible co you at thís point, until 
you realize that one of the doors leading to the first treasure chest ís 
fixed to destructible rocks. Destroy these with bombs to free the door. 


Take concrol of the metal door again, this time to connect your 
current platform with the platform with the chest at the top of the 
piles of rocks. Grab the chest wich Magnesis, then move the door 
again so thar it acts as a bridge leading to the altar. If you struggle to 
adjust the door’s position with Magnesis, feel free to place the steel 
cube so that it forms an extension of your current platform. 


ee—o SHOQA TATONE SHRINE e—o® 


SHRINE Ql ARDIAN SLIDESHOW 


‘This shrine is hidden on Puffer Beach, vo the south of Lake Tower. 
You need to complete the corresponding quest to reveal ic. 


Speak to Loone on Puffer Beach. She will ask you to show 
her three specific types of Guardians, which. you can achieve 


by taking pictures of them. Guardian Scouts are plentiful in 
\_shrines (for example, in the Oman Au Shrine on the Great 
\_ Plateau). Guardian Skywatchers can be encountered in 
various places, such as Hyrule Castle or ar the base of Akkala 
\_ Tower. Guardian Stalkers are relatively common; you can 
| easily photograph one from the top of Central Tower, for 


example. 


|_ Once you have all three pictures saved in your album (denoted by 

|__a red exclamation mark icon), return to Loone. She will let you 

pick up the orb, which you can drop on the nearby dais to reveal 

|_the Shoga Tatone Shrine. This shrine pits you against a Guardian 
Scout Íl. You can find derailed analysis and combat strategy for this 
creature on page 312. 


LAKE TOWER 
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Kao Makagh Shrine 


he 


Shoga Tatone Shitine 


‘This shrine lies in the woods between Finra Woods and Pagos 
Woads. 


\__This shrine is located atop a small plateau just east of Daval Peak. 
{_{_ You can identify ìt by the plume of smoke originating from a 
campftre in the immediate vicinity. 


With che first step achieved, you can now reap your rewards. Glide 
from your starting position to the pillars at che back. After a couple 
ofs 


viech activations, you can open the second treasure chest. Then 
go up the steps that lead to the altar co receive your spirit orb, 


‘This shrine pits you against a Guardian Scout IÌ, You can find 
derailed analysis and combat strategy for this creature on page 312. 


This puzzle may seem impossible to solve, until you realize chat you 
can pick up the small block emitting a laser beam, Stop it briefly 
with Stasis to avoid taking any risk (and open the nearby chest in 
the process), then pick it up. Now drop it on the moving platform, 
facing the crystal in the center. 


ee—o YA NAGA SHRINE e—o”® | 


‘This shrine is concealed on Hylia Island, to the west of the Bridge | Make your way up to the cube and drop a cube bomb on it. Next, 

of Hylia. The rocks surrounding it make it hard co see bur it ís | walk to the stairs at the base of the cube and drop a round bomb in 

freely accessible at any time. | the tubular structure. 

Now take a few steps back and look up in the direction of the Finally, drop another round bomb in the tubular seructure and make 
destructible blocks ín the ceiling, With the round bombs selected, your way to the top of che cube, ideally facing to the right from 

press {l to detonate the one you put in the tubular structure: chis the entrance to make it easier to reach the next chest. Detonate the © AE 
will propel the cube all the way to the ceiling. During its ascent, bomb and chis time it will be Link who is senc high in che air. Draw Î 
switch to the cube bombs and press € again right as the cube your paraglider at the peak of his course and glide to the treasure 

nears the destructible blocks: the detonation will clear the path. chest at the top of a pillar. You can then walk casually to the altar. 


Va Naga Shrine 


LAKETOWER Puidaag Nitae Shrine 
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Ishto:Sah-Shrine 


In che next room, start by grabbing the treasure chest with Magnesis 
and bring it back to your position to open it. Next, pick up the 
nearby orb and make your way across the first conveyor belt, timing 
|_your progression so thar a large rock shields you from the bea 

Pause on the pillar to the left and drop the orb at your feet. 


In the first room, move close to the platform's edge so that Link and 
the concave platform are aligned perpendicularly with the conveyor 
belt, as shown in this picture. When che orb passes berween Link and 
the concave platform, immobilize ie wich Stasis. Now hit it with an 
arrow while ir is frozen in time: this will give it momentum, making 
ie fall in the concave platform once the Stasis effect ends. (Note chat 
you can alternatively cast Stasis on the conveyor belt to immobilize 
the orb, if you prefer.) Repeat the exact same procedure in the second 
room, after first eliminating the two Guardian Scouts, either by 
reflecting their laser beams back at them with a perfect guard, or by 
shooting them with arrows. 


Now stop the nearby laser-emitting device with Stasis, immediately 
retrieve the orb, and walk across the next conveyer belt. Slow down as 
you come close to the third laser beam, then resume your march to 
the final platform as soon as a large rock shields you. Drop che orb in 
the concave platform before heading through the door to reach the 
altar on the other side. 


Jee Noh Shrine 


WASTELAND TOWER 


5 
Zn 
er 
ae 
5 
ZJ 
2 
li 
4 


® _SHRINES 


‘This shrine is located close to the Gerudo Desert entrance, acthe | In the first room, pick up che electric orb right in front of your 
top of the cliff that overlooks the Gerudo Canyon Stable. | starting position and drop it on the empty pedestal to your right. 


In the second room, head to the right-hand dead end and eliminate In the final room, use Magnesis to rearrange the two small cubes in 

‚the Guardian Scout. Now sever the rope that an electric orb is the right-hand pool so that they conduct the electricity (see picture), 

|_ hanging from (with an arrow, for example), and take the orb to the which will open the gate leading to the altar. Don’ forger to cake 

| pedestal. This will enable you to reach the treasure chest further down the treasure chest above the entrance door with Magnesis 
back. When you go through the door in the center of the room, be before you leave. 


| ready to face a Guardian Scout in the next corridor. 
| 


SHRINE OUEST: THE EYE OF THE SANDSTORM 


‘This shrine can be found on a small rock plateau to the north of | 
the Gerudo Desert, a short distance to the southeast of Gerudo | 
Tower. You can trigger the associated shrine quest by speaking to 
Nobiro, ac Kara Kara Bazaar — he is found on the west side of the 
outpost, at an elevated lookout, looking in the direction of the | 
shrine. 


Once on the upper platform, drop the cube on the metal slabs below: 
this will electrify them, elirninating the two Guardian Scouts instantly. 
Lift it again with Magnesis and put it down in a safe position. Now 
drop down yourself, open the treasure chest, and push the large metal 
cube away to open a passage. You can now pick up the electric cube and 
make your way to the moving platform ar the far end. 


You can now take the electric cube to the top of the shrine via che 
elevator. Put it down on the pedestal to activate a final moving 
platform. Step on it and tum on Magnesis mode. Once you are 
within range of che large metal cube, push it backward to free the 
way to the altar. You can clear the shrine here, or complete a final 
step to find an additional chest. 


Follow the hallways until you reach the room with che electric cube, 
eliminating the Guardian Scout on your path. Step on the moving 
platform to reach it, then grab the electric cube wich Magnesis. Still 
standing on the moving platform, keep the cube close to the electric 
cable unul you reach the side from which you arrived. Now move 
onto the platform with the orange crystal and position the cube close 
to the crystal wich Magnesis. You might find it easier to navigate chis 
section by carrying che cube manually (rather than by controlling it 
with Magnesis). Pause briefly during your ascent (moving the cube 
away from the crystal) to open the treasure chest on the intermediate 
floor. Once you have it, reactivate the crystal wich the cube and go all 
the way to the top. 


‘This step is optional: instead of carrying the electric cube up the 
ramp, put it down and run down the slope to your righc. Hit the 
crystal to activare a moving platform, which will take you to a secret 
treasure chest. Once you have opened it, return to the cube and go all 
the way up. 


After the right angle, stay on the moving platform and turn around, 
pulling the metal cube to your left. This will enable you to reach the 
fourth treasure chest as the moving platform returns to the electric 
cube. Once you have opened the chest, wait for the platform to come 
back and jump onto it to reach the altar. 


|_e9—o SUMA SAHMA SHRINE e—o® 


SHRINE QUEST: SECRET OF THE SNOWY PEAKS 


This shrine is concealed near the top of Mount Granajh, to the ‘To activate this quest, you must interact with che Mountain Peak 
southeast of Wasteland Tower. You have to complete a specific | Log inside a ruined shack toward the top of Mount Granajh. 
|_quest to unlock it. | 


\__To solve this riddle you must cast a shadow on the center circle of the Once inside the shrine, head to the altar, collecting the contents of 
\_pedestal of the nearby cliff. To achieve this, the easiest option is to pick the treasure chest on the way. 

|__up any snowball and stand with it above your head at approximately | 
4:20 PM. The snowball’s shadow must be perfectly aligned. on the 
pedestal's core, as shown above. Alternatively, drop a snowball in the 
|_smaller of the two puddles of water close to the shack, then summon a 
‚block of ice directly beneath the snowball so that it rests at the top of 
|__tbe block, However, the former option will give you more flexibility to 


®_ WASTEL 


|__adjust the position of the shadow as required. When you succeed, you 
will reveal the Suma Sahma Shrine. 


‚This shrine is clearly visible a few steps away from Gerudo Towns _ | Start by focusing on the left-hand side of the room. Use Magnesis to 
|__|__main entrance, position the barrel and the cube as shown here, which will reveal a 
| second barrel. 


‚__Rearrange the two barrels and the cube as shown above: chis opens ‘The configuration required co lift the gate behind which a second 
‚__the door behind which you can find a metal chest. Now take all four metal cube is hidden is shown in this picture. 

objects (the two barrels, che cube, and the chest) to the righr-hand 

\__side of the room. 


Finally, take the two metal cubes 
and position one on each side 

of the stairs leading to the altar, ĳ 
which will now be within easy É GERUDO TOWER 


reach. 


WASTELAND TOWER 


Ï : 
|_This shrine is located in the northwest corner of the Gerudo 
Desert, in che middle of the perpetual sandstorm. 


rod en A A MON NEER zn 
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\__Laine, who stands guard at the northwest exit of Gerudo Town, 

| will put you on che track of chis shrine by telling you to follow the 
\_guidance of the statues in the sandstorm. Run in che direction where 
each points: you will be directed from statue to statue until you 
reach the Kemna Zoos Shrine. 
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SHRINES 


Inside the shrine, step on either ramp and grab the electric orb with 
Magnesis when it is still in the launcher closest to your position. 


| Take the orb to the far left corner of the room and drop it on the 
electrode above the fence. This will raise the door, giving you access 
|__ to the treasure chest inside. 


Finally, lift the orb again wich Magnesis and drop it near the electrode 
in the right corner of the room. This will open the path to the altar. 


155 


‘This shrine lies in the desert sand, a short distance from the After clearing the Divine Beast Vah Naboris dungeon, head to the 


south of Gerudo Town. You can reveal it by completing the | sand-seal rally area to the south of Gerudo Town. Speak to Shabonne 
\__|_ corresponding quest. | to take parr in the race and agree to pay the 50-rupee fee. Make sure 


| rn dd you have at least one shield available. 


Your task in this race is to reach the goal line in under a minute Once inside, head to the altar, collecting the contents of the treasure 
and a half while still passing under every arch on the way. The chest on the way. 

path is relatively easy to follow, wich occasional obstacles that you 

must zigzag through. Two key tactics will improve your chances of 


succeeding, Firstly, make sure you press ® to dash whenever your 
seal slows down: you should be at maximum speed at all times, 
except for very brief moments when you're realigning your seal to 
avoid an obstacle. Secondly, relax and try to steer gently through the 
curves: harsh turns will only slow you down. Victory rewards you 
wich an orb, which you can drop in the nearby concave slot to reveal 
the Raqa Zunzo Shrine. 


WASTELAND TOWER 
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Raga Zunzo Shrine 


® 


Hawa Keth Shrine 


This shrine can be found in the far southwest corner of the 
world map, underneath the Gerudo Great Skeleton located at 
Dragon's Exile. 


In che second room, pick up the treasure chest in the water wich 
Magnesis and take it back to your position. You can then grab the 
electric orb with Magnesis, and drop it close to the crystal. The orb is 
tied by a short chain, so make sure no pillar stands in-berween: you 
need the chain's full length to reach che crystal. When you succeed, 

a small elevator platform will be activated: ride it to the level above 
and eliminate the three Guardian Scouts a lietle farther down the 
room. 


In the final room, cast Stasis on the rock cube closest to you in the 
middle lane. While ir is frozen in time, step on the floor switch, 
then quickly move the meral slider toward the right wich Magnesis: 
it should be positioned across the middle and right lanes, as shown 
above. Once chis is achieved, you can step off the floor switch: with 
all crystals now aligned and connected, the gate behind you will 
open, giving, you access to a chest and a cogwheel. 


Grab the two metal cubes and position them on both sides of the 
small pillars, as illustrated above. This will open the nearby door. 


Seize the electric orb close to che elevator platform with Magnesis 
and pull it high in the air before you cross the bridge. You do not 
want to activate any of the crystals on the bridge with it. Once on 
the other side, drop the orb on the small ledge overlooking the 
bridge: this will creare a path leading to a second creasure chest. Now 
take the orb one more time and drop it on the pedestal by the gate. 


Using Magnesis, take the cogwheel back to the previous room and 
insert it in the mechanism above the gate ro open it and reveal the 
path to the altar. 
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SHRINE QUEST: THE DESERT LABYRINTH 


This shrine is found at the heart of the South Lomei Labyrinth. 
‘To access it, you must complete the local shrine quest. 


Alrernatively, you can take a shortcut by climbing to the top of the 
structure and heading to the position shown on this picture, in the 
southeast quadrant of the maze. 


WASTELAND TOWER 


The South Lomei Labyrinth is found to the east of the Gerudo 
Desert. As intimidating, as it may seem, clearing it is in fact relatively 
easy once you know how to proceed. If you plan to go through the 
maze in a traditional way, follow the path shown on the above map. 


From thís position, easily recognizable thanks to che presence of 
purple Malice goo, drop and take the corridor a few steps to the 
west. This leads directly to the Dila Maag Shrine. Once inside, head 
to the altar, collecting the contents of the treasure chest on the way. 


Town. 
| 


Head to the Toruma Dunes, to the west of Gerudo Town. Before 
you attempt anything, eliminate the Molduga sub-boss. This giant 
sandworm is a fearsome enemy that can deplete most, if not all, of 
your hearts in a single blow. The key to defeating it is to exploit the 
fact that it detects you through vibrations while submerged. Step 
on one of the rocks and throw a round bomb at the monster, It will 
mistake the bomb for you and swallow it: detonate the explosive 
while your foe is in che airs; ie will collapse on the sand, giving you 
a chance to inflict massive damage. Unleash your most powerful 
combos, for instance a charged, spinning attack with a two-handed 
blade. When the creature regains consciousness and dives beneath 
the sand again, head back to a rock or pillar and repeat the bomb 
trick until you prevail. 


the four torches in the area. Any fire-elemental weapon will do the 
trick here, 


Inside the shrine, open the chest then head to the altar. 
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SHRINE T: THE SEVEN HEROINES 


This shrine is found to the east of Gerudo Town. You can hear | This shrine is initially buried beneath che sand, in the center of the 

circle formed by the large warrior statues. To reveal it, you must solve 

a puzzle involving seven metal orbs that each have to be placed in the 

| right concave slor at the center using Magnesis. First, make sure you 
gather all che orbs in che area: one is already in position, three are in 
plain view; two are partly buried in the sand; one lies at the top of 
one of the statues’ joined hands. Once you have all seven, you can 
proceed to the next step. 


about it from Rotana, a character reading books in the northwest 
part of Gerudo Town. 


The key to solving the puzzle is to match each orb wich its respective slot. This can be achieved by pairing them based on che symbol they bear. 
‘The symbol on each orb is immediately apparent. For statues, you must look a lietle harder, as each symbol appears in a different position: on a 
foot, on a head, on a sword, and so forth. If you struggle, the above picture shows the complete solution. When all orbs are in the correct position, 
the shrine will emerge from the sand. Once inside the Korsh O’hu Shrine, head to the altar, retrieving the contents of the treasure chest on the way. 


‘This shrine is located in the southeast corner of the Gerudo 
Desert, to the east of the Southern Oas 


|_When you reach the shrine, you'll find that a Gerudo named Pokki 
has collapsed on its terminal, preventing you from accessing it. Your 
next task is to ger her a Noble Pursuit drink. 


Now visit the ice house during the day. This is an underground room 
found directly co the north of Gerudo Town. You can enter it via a 
floor hatch beneath a very large flat rock. Speak to Anche inside to 
obtain a large ice cube. 


Head back to Gerudo Town and speak to Furosa, che woman behind 
the counter in the bar behind the jewelry shop, in the north part of 
the town. 


You must now make your way across the ruins between the ice house 
and Gerudo Town, while carrying the ice cube above your head. 
Walking to the other end of the ruins is by no means difficult, but 
enemies on the way will slow you down. The best solution is to avoid 
them altogether, even if this means making a small detour. If combat 
is unavoidable, pur the cube down and eliminate your enemies 
quickly, then resume your march toward Furosa at the south end of 
the ruins. To avoid any possible encounter, feel free to walk on the 
sand a few steps to che east of the ruins. Drop the ice cube in front of 
her to complete the challenge. You can now return to Pokki outside 
the Misae Suma Shrine. With her favorite drink awaiting at Gerudo 
‘Town, she frees the terminal, giving, you access to the shrine — inside 
which you can open a treasure chest and walk straight to the altar. 
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The shrine is initially concealed under a thick layer of ice. You must 
melt the ice, ideally with fire arrows (the most efficient and fastest 


‘This shrine lies in che eastern part of che Gerudo Highlands, at | 
the foot of the Laparoh Mesa peak. | 


option), or by any other means if you are patient (such as creating a 
campfire wich a bundle of wood that you have set ablaz, 


\ 


|_ Inside the shrine, your goal is to make your way to the rop of the 


structure while carrying an ice cube, avoiding flame hazards on the 
way. Make sure you remove any fire-elemental weapons or arrows 
from Link's current equipment to avoid melting it. When you're 
ready, pick up the ice cube and walk up the ramp. Zigzag between 


With the cube safely on the floor, run underneath the flames to 
the small pool of lava. Grab the metal cube from the lava wich 
Magnesis and drop it in front of the horizontal flames. If you angle 


ie diagonally, it can block all three streams simultaneously. Pick up 
the ice cube and drop it in front of the lava pool. 


the vertical flames, then throw the cube to get it past the rotating 
flames without taking any chances. Drop the cube when you reach 
the horizontal flames. 


Once on the other side of che wall of flames, put the ice cube down 
and grab the meral cube with Magnesis again. Drop it on the wall 


Retrieve che metal cube wich Magnesis and drop ir in the lava to 
create a bridge. Hop on it while carrying the ice cube, then grab the 
meral cube again and use it to block the wall of Aames. Pick up the 
ice block and take it past the flames. 


of flames to your left, on the floor below. Now go up the ramp and 
glide from there to the metal cube. You will find a treasure chest next 
to ic, Use the ladder to climb back to the ice cube and retrieve the 
metal cube. 


When in front of the final wall of 
flames, throw your block of ice through 
it, making sure it lands well beyond it. 
Next, lift the metal cube with Magnesis 
and use it to shield yourself from the 
flames coming from above. Once on 
the other side, pick up the ice cube and 
walk co che altar: the gate will open 


automatically as you get close to it. 


Hd 


This shrine lies ar the foot of Mount Agaat, near the western edge 


of the Gerudo Highlands. | 


‘This shrine pits you against a Guardian Scout IV. You can find 
derailed analysis and combat strategy for this creacure on page 312. 
By default, you have no obstacle to hide behind when your opponent 
performs its spinning attack, but you can create your own by 
summoning ice pillars with Cryonis. If you are caught by surprise 
and cannot do this in time, consider stunning your enemy with a 
shock arrow ro stop it in its tracks. 


‘This shrine is located to the northwest of Gerudo Tower, on one 
of the plateaus overlooking the canyon that leads to the Yiga Clan 
|_ _Hideour, 


To make the shrine appear, you must first drop a luminous 
stone on the glowing pedestal. If you do not have any in your 
inventory, you can obtain luminous stones by destroying the 
mineral deposits surrounding the pedestal. 


Inside the shrine, look to your left and destroy the wooden crates 
with a bomb. This gives you access to a room beyond. 


Your goal here is the same as in the previous room, however, you 
must activate the launcher yourself via the crystal hidden at the 
back of the pillar. Drop a spherical bomb next to the crystal and a 
cube bomb on the launcher. Now detonare the spherical bomb frst, 
and quickly switch to the cube bomb rune. Blow the cube bomb at 
the top of its peak to trigger the opening of the door in the middle 
toom. 


Drop a cube bomb on the launcher and detonate it when it's at the 
peak of its course. This will trigger a crystal that opens the door to 
the right of your entrance point in the shrine. Collect the contents 
of che treasure hidden behind the pillar before you head to the newly 
opened room. 


In the final room, drop both a cube bomb and a round bomb in 

one of the two launchers. The cube bomb will end up on the central 
pillar where a crystal rests, while the round bomb will be propelled 
back and forth between the two launchers. Now step on either of the 
two pedestals by the entrance and look in the direction of the crystal. 
When the round bomb lands on one of the launchers, deronate the 
cube bomb: this will raise che pedestal you are standing on. 


Finally, step off the pedestal and stand in front 
of the locked door. Look in the direction of 
the launchers and detonate the round bomb 
as it passes above the crystal. This will raise the 
gate, giving you access to the altar. 
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SHRINE QUEST: CLIFFSIDE ETCHINGS 


This shrine is located in the Gerudo Highlands, to the northeast 
of the Gerudo Summit. You can trigger the associated shrine quest 
by speaking to Geggle at the Tabantha Bridge Stable: he runs 

up to the cliff south of the stable during the daytime and peers | 
southwest, directly coward the etching far off in the distance. 


Head to the plateau to the northeast of Gerudo Summit and look in 
the direction of the large electricity symbol visible on the cliff. You 
must hit the dais at the center of it with an electrical charge. The 
easiest way to achieve this is co fire a shock arrow. This will cause 
the shrine to appear. If your bow does not have sufficient range to 
ch the dais from below, you can climb to a point above it, then 
glide back down, hitting the target during your descent. Once inside, 
open the treasure chest on your way to the altar. 
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se—o JOLOO NAH SHRINE e—o® 


SHRINE QUEST: TEST OF WILL 


"This shrine is located to the north of Wasteland Tower, on the east side 
of Koukot Plateau. 


Speak to any of the three Gorons next to cwo platforms surrounded by 
braziers. Your goal is to complete two “endurance” trials. For the first test, 
you will need Level 2 heat resistance, induced either by armor or an elixir. 
For the second test, you need Level 2 flame guard, though pieces of armor 
providing this effect are forbidden: you must rely on a powerful elixir lasting 
for at least two minutes (for example, by combining multiple fireproof lizards 
or smotherwing butrerflies with monster parts, all available in the vicinity). 
‘Thanks to these effects, you will vake no damage whatsoever, enabling you to 
easily pass the test without flinching and thus reveal the Joloo Nah Shrine. 


In che shrine'’s first room, interact with the terminal. You must rotate your 
gyroscopic controller in all directions to ensure chat all of the electrodes on 
the cube (one per cube side) are activated by che crystal on the ceiling. ‘The 
gate will open once you succeed. 


In the second room, use the terminal to align the central cube wich your 
controller in such a way char the four wind streams form an “X” on your 
screen. Three of the windmills will start spinning; only the one in the 
boetom-right corner will not. Once this ís done, climb up the ramp to your 
left and glide co the treasure chest in the corner. Note chat you must remain 
in the wind stream at all times as you cannot afford to lose any altitude to 
reach the chest. If you struggle, realign the cube so that the stream flows a 
Liede higher, making che gliding maneuver easier. 


Grab the metal cube with Magnesis and move it on top of the right-hand 
floor switch. This will cause the windmill char wasn*t spinning to rise and to 
start spinning. Now glide to the left-hand foor switch and step on it. Stop 
it in time with Stasis while ic's activated, then sprint through the gate before 
the effect ends and che door closes. 


In the final room, interact with the terminal to face a puzzle similar to the one 
in the first room. Your goal is to rotate the cube so that the torches on each 

of its sides light up by touching the torches hanging from the ceiling. The 
difficulty here is chat there are water fountains that will extinguish the fire if 
you are not careful. To simplify the process, make the second treasure chest fall 
to your position by burning the wooden ledge it rests on. Now drop the chest 
on the swicch ar the foor of the left fountain: chis lowers the pillar, removing 

the water stream from the equation and making the cube rotation much easier. 
Alternatively, you can light up a couple of the corches on the cop faces of the cube 
wich the hanging torches, and leave the cube oriented diagonally toward you 
(ensuring that no torch is in contact with water). Finish the job by setting ablaze 
the remaining torches with fire arrows, which will open the way to the altar. 


ce—o SASA KAI SHRINE o—o® | 


| SHRINE QUEST: SIGN OF THE SHADOW | 


‘This shrine lies a short distance to the southeast of Gerudo Tower, It is Speak to Kass at the top of Gerudo Tower. The riddle in his song refers to a 
initially buried ìn the ground, and you can reveal it by complecing the dais to the southeast of the tower, which you can see from his position. 


corresponding quest. 


Stand on the dais between 3:00 PM and 4:00 PM (che dais will glow during, ‘This shrine pits you against a Guardian Scout IL You can find derailed 
this time window) and shoot an arrow at the top of Gerudo Tower, or even analysis and combat strategy for this creature on page 312, 

slightly above it. This will activate the dais, causing the Sasa Kai Shrine to 

appear. 


Jofoo'Nah Shine 


WASTELAND TOWER 


‘This shrine is located on a small plateau overlooking the Ourskirt 
Stable, a short distance to the southwest. 


Open the locked door with the small key, then pick 
up the orb and throw ir in the small enclosure to 
your right. Now activate the nearby crystal again 
(with an arrow or a bomb detonation, for example): 
the orb will thus reach its intended slor, triggering 
a launcher in the center. 


Stand on the launcher to be propelled high in the air, and open the 
paraglider to reach the treasure chest on the small ledge. 


Start by hitting the crystal on your right to reveal an orb, as well as 
a path on your left leading to a treasure chest. Once the small key is 
yours, pick up the orb and drop it in front of the shrine’s entrance. 


You can now hit the crystal again to return the rotating structure to 


ies original position. 


CENTRAL TOWER ” 
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Kaart Ya'tak Shrine 


Rota Ooh Shrine 


R 


GREAT PLATEAU TOWER 


Finally, return to the launcher to be propelled again, buc chis 
time draw your bow while Link is at che top of his course: the 
slow-motion effect gives you ample time to aim at the crystal, 
which will rotate the structure and cause a platform to appear 
beneath your feet. You can now walk straight to the altar. 


Eliminate the Guardian Scouts, then ser the red leaves on fire (either 
wich a fire arrow or a standard arrow set ablaze wich one of the 
torches): this will cause the boulder to fall and open the doors for 
you. Dont forget to open the treasure chest close to the boulder’s 


\__ original position. You will find a second one immediately to your 
left, beyond the newly opened doors. 


In the next room, burn the leaves with a fire arrow as you did earlier. 
Cast Stasis on the rotating floor platform, then step on the nearby 
floor switch precisely as a boulder reaches the bottom of the slope (it 
needs to have enough speed to jump above the gap). This requires 
precise timing, so it might take you a few attempts before you make 
it. The trick is char the rotating floor platform must still be frozen in 
time when the boulder reaches it. Go through the doors once they 
are open. 


Use Magnesis to pull the ball from which a boulder is hanging all the way 
to the right. When it slides back down the slope, it will cause the boulder 


to slam into the doors, which will open them. In the next section, you j_ INERCDECHOR 
must reach the other end of the corridor without getting crushed by the 
spiked boulders. Feel free ro stop them with Stasis to take no chances. 


Follow the corridors unúl you reach the position shown here (you will 
encounter two Guardian Scouts on the way). Immobilize the rotating 
platform on the floor wich Stasis before you cross it. A little further you 
will find a terminal that gives you control of a hammer via the gyroscopic 
function of your controller: slam it into the metal ball to send a boulder 


along the ramp, and, ultimately, against the doors. Dont forget to open 
the treasure chest just to the left of the doors before you proceed. 


For the final section of this shrine, you must step on the floor switch 

to open the fence, then cast Stasis on the hammer on wheels, and hit ie 
multiple úmes with a heavy weapon: ie must gather enough momentum 

to blast open the doors at the opposite end. Before you head toward the 

altar, turn around and destroy the rock blocks with a bomb to reveal a E 
passage leading, to a fourth treasure chest. Now head through the doors | 
and stand on the tile adjacent to the crystal. Hiting che cryscal will 

propel you upward, all the way to the altar, which you can safely glide to. 
Note thar a fifth chest awaits just above the crystal, behind a fence: you 

can reach ie from the back via the ledge that runs below the alrar. 


169 


\__ ‘This shrine is hidden inside a small cave on the island to the west | This shrine pits you against a Guardian Scout II, You can find 
| of Hyrule Castle. You can get rid of the bramble surrounding it 
|__with a fire arrow. Once the path is clear, blow up the destructible 
| rocks blocking the entrance with a bomb or bomb arrow. 


detailed analysis and combat strategy for this creacure on page 312. 


‘This shrine lies to che west of the Great Plateau, concealed | This shrine pits you against a Guardian Scout Il. You can find 
underneath the Digdogg Suspension Bridge connecting Central | detailed analysis and combat strategy for this creature on page 312. 


‚__Hyrule to the Wasteland region. 
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CENTRAL TOWER 


and open the treasure chest. 


Climb to the top of the stack of cu 


b. 
b with Magnesis : 
cting the pile of cubes to che altar. You may need to 


they form 
a bridge conr 
r adjustments, bue the idea is really straightforward. ( 


From the top of the pile of c 
drop it on che floor. 


grab the metal 


make mino 


and 
in place, walk to the alt 


‘To reach the Do 
Castle. 


Once inside, climb up the stairs until you reach a large, unlit brazier. Inside the shrine you must face a Guardian Scout IV, You can 


Ser it ablaze using one of the nearby torches or a fre arrow is will find detailed analysis and combat strategy for this creature on 
cause the shrine to appear. 2 : that you can lift metal blocks inserted in che flo 
sto shield yourself from this foe 


CENTRAL TOWER 


‘This shrine is found southeast of the Ridgeland Tower, in plain 
sight in the Breach of Demise canyon. 


RIDGELAND TOWER 


Toh Yahsa Shrine 


®& 


“ Zälta Wa Shrine 


Step on the floor tile by che crystal in the center of the room, and hit the 


erystal as the moving platform is coming in your direction: this will propel 
Link high in the air, enabling him to reach che moving platform. Feel free 
to glide briefly, if required. 


Fire an arrow ar che orb on your right to make it fall in the concave slot 
beneath. This will reveal a second orb. 


Pick up the second orb and stand on the floor switch: thìs will raise a gate, 
through which yourcan throw the orb to a second concave slor. This will 


then trigger a platform in the center of the room to move back and forth. 


You can now walk up the slopes, all the way up to the altar. Consider 
making a brief detour when you reach the intermediate landing: there's a 


treasure chest thar you can glide to on top of the structure where you threw 
the second orb. 


| SHRINE QUEST: TRIAL OF THUNDER 


seo TOH YAHSA SHRINE e—e* | 
Í 
| 


[his shrine is hidden on the main island of the Thundra Plateau, co 
the west of Ridgeland Tower. You must first complete a shrine quest co 


Í 

; | 

reveal ic. ' 
! 
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One way to get the two remote orbs to the plateau ís to cast Stasis on them, 
|_ then hit them repeatedly so as to give them enough speed to land on the 
‚plateau. You must move them a couple of steps forward from their starting 


position to have enough room to maneuver. To climb to them despite the 
rain, make three climbing moves then jump, and repeat this. Link will still 
slip, bur you will get there eventually. Alcernatively, activate Revali’s Gale 
to create an updraft, which will only be possible after you have cleared the 
Divine Beast Vah Medoh dungeon (see page 80): you can then get to the 


top of the statue instantly. 


Once inside the shrine, start by blowing up all of the destructible rocks 
with bombs. This will reveal three objects: a metal cube, a treasure chest 
underneath your starting position, and a giant floor switch underneath the 
platform wich the altar. Take control of the metal cube wich Magnesis and 
use it as a battering ram to push the second treasure chest off the tall pillar 


Î 
Î 


to your right. 


‘This puzzle takes place on a plateau char features four pillars, each bearing, a 

symbol and a slot. Your goal is to drop an orb with the corresponding, symbol 
in each of the slots. Two of che orbs are on the plateau itself (one in plain sight, TROD 
the other at the top of a pillar); the other two are at the top of statues located 
around the plateau. The plateaus height makes it impossible to take the latter 


vwo orbs to their destination by foot. You must somehow propel them there: 
All along, thunderstorm conditions complicate the situation. Make sure you 
unequip any gear made of metal to avoid being struck by lightning. 


To make the Stasis maneuver easier, make sure you hit the two remote VEL LEN 
orbs with a two-handed weapon, ideally an iron sledgehammer (which can 

be obtained from the Tanagar Canyon Course, just west of the Tabantha ES GERED 
Bridge Stable). Seven blows will guarantee maximum momentum, sending 

the orb straight onto the plateau as long as you aim correctly. Pre-align Link 


in advance in such a way that his and che orb's center of gravity are on the 
same axis at the plateau, Once all four orbs are on the plateau, drop each 


one of them in its respective slot, matching them according to RIDGELAND 
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the symbols on the pillars. ‘This will cause the Toh Yahsa shrine to appear. 


After you secured the contents of both chests, lift the cube with Magnesis 
and position it ar the base of the structure wich the ladders leading to the 
altar. Use ir as a stepping stone to reach the intermediate landing (at the 

top of the first ladder), then turn around and grab the cube again with E 
Magnesis. Drop the cube on che giant foor swicch to lift the gare and gain if 
access to the altar. 


„t 
Jt 


so—o MIJ 


This shrine is k ver Speak to Kass at the top of the rallest mushroom-shar pire at the 
Washa's Bluff. south end of Washa's Bluff. The spire has a small canopy at its top, 

making it easy to identify from a distance. Kass’s song refers co the 
blood moon, the dais below Kass's position, and something about 
having nothing between you and the night air. 


ring no € to face a Guardian Scout III. You can find 
eqt a ‚no shield) valysis and combar strategy for this cre 
during a blood moon. You 
by passing time at a campfi r attend to 
the dais when a blood moon naturally occurs in your playthrough. 
The time window during which a blood moon ís active (and 
therefore when this quest can be completed) is from 9:00 PM 
until 1:00 AM, 
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‘Thís shrine is located to the southeast of T 
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Stand on the floor tile facing the orb that is regularly sent high in 
the air. Stop the orb in time when it is at the apex of its course with 
Stasis, then hit it wich a few arrows while it is frozen. This will cause 
it to deviate from its course, ending up in the concave slot at the 
bottom. 


‘There are two chests that you can reach now: one by cutting the 
ropes that hold up the wooden ledge to your right, and one by being 
propelled by the launcher and gliding all the way to the orb's original 
position. 


‘This shrine is very well hidden inside a sealed cave midway 
between Hebra and Ridgeland Towers. 


Finally, retuen to the launcher and this time look in the direction of. 
the wall wich a gate at its base. At the peak of your trajectory, fire an 
arrow at the crystal in the small alcove, ‘fhis will lift the gate, giving 
you access to the altar. 


Finding this shrine can prove really tricky. It lies inside a tiny cave 
to the north of Linders Brow. If you draw a line between Hebra and 
Ridgeland Towers, this shrine is almost exactly in the middle. To 
destroy the rocks blocking the entrance, either fire a bomb arrow, or 
climb to the small rock ledge overlooking the entrance and throw a 
normal bomb from here. You can then reach the shrine easily. Once 
inside, head to the altar, collecting the contents of the treasure chest 
on the way. 


| <e—o SHEEM DAGOZE SHRINE e—o® 


JO RINGS 


‘This shrine will appear to the south of Ridgeland Tower after you 
have completed the corresponding quest. 


THE POSITIONS OF THE SHRINES COVERED HERE 
ARE SHOWN ON PAGE 176. i 


To initiate the quest, you must speak to Kass, who stands ar the top 


of a small rock structure, just north of the bridge that connects the 


West Hyrule Plains to the Nima Plain. 


‘The solution to Kass’s riddle ís ro fre a single arrow that goes through 


two rock holes. This is possible in the rack field to the west of the 
road, right in front of Kass. Head to the rock with a hole in the far 
norchwest corner of the field, at the foor of a low cliff. Aim to the 
southeast and then fire an arrow right through che hole in front of 
|_you and che next one after chat, as illustrated here. Aim above your 


target co factor in the arrow’s drop. Once you make it, che Sheem 
Dagoze Shrine will appear. Don't forget to pick up any arrows from 
previously failed attempts. 


Inside the shrine, step on the left-hand floor switch and wait uncil 
the orb reaches the concave slot below. 


Now step on the right-hand floor switch to release a second orb. As 
soon as it leaves its original platform, sprint to che left-hand switch. 
‘The instant that the orb leaves che second platform, rush back to the 
righe-hand switch. If all went according to plan, the second orb will 
reach its slot as well, which opens the nearby door leading to the 
altar. If you failed, you will need to start over. 


Before you leave the shrine, glide to the small platform in the middle 
of the two concave slots. You will find a treasure chest there, as well 
as a floor switch activating the nearby platform, which will cake you 
back to the altar. 


‘This shrine is located to the southwest of the Ridgeland Tower, 
across the river, on the south side of Satori Mountain's peak. 


When you reach che drawbridge, make ir fall to your position by 
cutting the two ropes holding ie wich arrows. This will enable you to 
cross over and open the treasure chest on the other side. 


For the next challenge, pull the nearby sliding platform to you wich 
Magnesis, then step on it and let it rake you closer to the other 


sliding platforms. Pull chem one by one to form stairs. You can reach 


the final creasure chest by gliding to it from the penultimare sliding 
platform, Create stairs from the chest’s platform to reach the ledge 
above. 


Jump on the swinging platform to cross the chasm, then make che 
next platform swing with Magnesis to achieve the same result. 


You will find spiked boulders hanging from chains further along. 
Hold them one by one wich Magnesis and put them aside to enable 

you to pass. Release them gently then move on to the next one. This 
will give you access to a second treasure chest. | LÄKR 


In the final challenge, you must burn the ivy to be able to push che 

gates open wich Magnesis — the altar can be found on che other side. | 
You can hit the nearby crystal to reveal lanterns, but its easier ro just 
shaot a fire arrow or use any other means at your disposal to generate 


fire. 


À 


‘This shrine is located in Rito Village, on 
one of the higher landings. 


First, climb the stairs to your right to reach 
a room with a pool of water and a erystal at 
the far end. There are actually three treasure 
chests in this room. The first one is behind 
the gate, which you can raise by hitting the 
crystal with an arrow. The other two are 
located in small alcoves on your right as you 
look toward the crystal. Summon Cryonis 
ice blocks in front of them and leap to che 
alcoves to open the chests. 


‘To solve the puzzle in the main room, 

you must realign che fans as shown in the 
picture to the left. This implies hitting the 
bortom-left and top-left crystals three times 
each, and all the other crystals once. You 
can then make your way to the altar. 


eo—o BAREEDA NAAG SHRINE e—o® 


SHRINE QUEST, THE NT RITO SONG 


TABANTHA TOWER 


‘This shrine is located directly to the south of Rito Village, though 
it is initially buried in the ground. 


‚_ To initiate this quest, you must have completed che Divine Beast Your next objective ís to head to the activation pedestal at che cliff's 
| Vah Medoh dungeon (see page 80), If you meer this requirement, edge directly south of Rito Village, Stand on thís pedestal at 12:40, 
{speak to Bedoli, who is standing on the same level as the Akh and hit it with a fire-infused weapon or arrow when it starts glowing 
|_ Va'quot Shrine in Rito Village. You can obtain addicional hints by to teveal the Bareeda Naag Shrine. This corresponds to the moment 
|_speaking to Bedoli's sister — Laissa — but this is encirely optional. when the sun shines through the hole in Rito Villages peak, 


illuminating the pedestal with a heart shape. 


© TABANTHA 


Inside the shrine, climb up che ladder and drop a round bomb in You can activate the altar immediately if you wish to clear the shrine, 
the cannon. Detonate it once it's in position. Repeat this to make but there is another similar room a little farther. Use che exact same 
the cannon fire an orb toward the far wall. Your goal is to reach the strategy to gain access to a second treasure chest. 


glowing target, wich moving platforms acting as obstacles on the 
way. Repeat this until you hit the target, which will open the nearby 
door. Before you leave, don't forger to destroy the rocks close to your 
entrance point: you will find a chest behind them. 


You will find chis shrine on a small plateau 
overlooking the road leading to the Flight 


Range. 


Draw your paraglider on the first two 
updrafts. Head left at the top of che 

second one: eliminate the Guardian Scout 
on the platform (with arrows or a slash 
attack), then retrieve the contents of the 
treasure chest. The third updraft on the 
opposite platform will take you to a moving 
platform, from which you can leap to a 
long ladder. 


At the top of the ladder, take the updraft 
and glide to the far side of the nearby pillar, 
where you will find a small alcove. A final 
updraft is hidden inside, leading you to 

the very top of che shrine: from here, you 
can glide to a second chest on a distant 
platform, and to the altar. 


ceo > VOO LOTA SHRINE Ds 


SHRINE QUEST: RECITAL AT WARBLE 


‘This shrine appears to the west of Rito Village once you complete 
a shrine quest, which is only possible after you have cleared the 
Divine Beast Vah Medoh dungeon (see page 80). 


After clearing the Divine Beast Vah Medoh dungeon, speak to Amali, 
next to Rito Village's shrine. She will ask you to find Kheel, who ís 

rs at Warbler’s Nest, to the west of Rito Village. 
Once you have completed this first assignment, Kheel will ask you to 
bring her four sisters back to her: Cree is at the general store; Kotts ís 
at the pond close to the village entrance; Notts is on che cliff directly 
above the armor shop. After speaking to all three, cook salmon 
meunière by combining hearty salmon, Tabantha wheat, and goat 
butter. Give this to Genli, who is waiting by the village cooking pot. 


waiting for her sis 


Once all sisters are together, take the Korok Leaf they give you, 


‘This will cause the Voo Lóta Shrine to appear nearby. 
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ge 
É 4 
Gine 


TABANTHA TOWER 


listen to cheir song, and step on the glowing structure in the center 
of the nearby sculptures. Your goal is to send a gust of wind at each 
je in the correct order. Using the number eigen at the top 
of each sculpture as a reference, the order is: UI, HI, UI, 1, and IT, 


Once inside the shrine, climb up the long ladder co reach the main 
room and glide along the pach shown on the above picture to reach 
the first treasure chest. The fans will give you enough momentum 
to travel long distances. The only difficulty resides in your abilicy to 
avoid the spike traps by putting away the paraglider just in time to 
fall on the landings without getting hurt. 


Use the same procedure to reach the second treasure chest 
at the opposite end of the room, and chen the altar in the 


center, which you can access with the small key found in 
the first chest. 


Lt MUSE 


s located in the ï 
st of the Rayne Highlands í 5 dd try 


balloon on ie: this will lift the rock slab, enabling you to glide to 
the entrance. You can obtain octo balloons by de g 
which are relatively common in Hyrule. 


e treasure chest imb up the Return to the upper flo 
e gate, unleash a e windmill: a small platf 
arby windmill, chen rush « gate fi ses again. it and « 
Head to the nex 
side of the room. Jump down and follow the linear 
encounter a Guardian Scout. Throw a bomb at it to eliminate it 


while destroying the rock block simultaneously. 


RIDGELAND TOWER | 
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When you reach the very large room, step on the pedesral and 
activate the windmill with your Korok Leaf to be launched high 
in the air. Glide to che treasure chest on the left, then to the upper 
ladder. Detonate a bomb on the destructible rock to reveal an 
updraft chat will rake you to the top of the pillar. 


Your goal here is to blow up the large pillar of destructible rocks. 
‘The easiest way to do this is with a single bomb arrow. If you dont 
have any, you must trigger the windmill in the small room and push 
the floating barrel that this generates toward the blocks. Note that 
the barrel is slow to start but gathers momentum, so focus on its 
direction rather than its speed. Once it's close to the destructible 
blocks, hit ie wich a fire arrow (or let it detonate by itself if it's 
heading for a torch). The explosion will reveal a new updraft. Use this 
to reach the top of the shrine, where a chest with a small key aw: 


‘This shrine can be found south of Tabantha Tower, at the east end 
of the Ancient Columns area. 


Once activated with the Korok Leaf, the windmill at the top will 
cause a new platform carried by balloons to appear. Make your way 
to the nearby chest, then carefully navigate between the spikes to 
reach the other side of the room. You will need to make regular 
course adjustments with the leaf to avoid these hazards. Activate the 
next windmill with the Korok Leaf to be propelled high in the air 
once again: glide to the Hoor level in front of you. 


Glide to the ledge chat connects the two rooms, as shown above, 
Make sure you open the final treasure chest as you go down the 
shaft leading, to the locked door. Unlock it with the small key and 
interact with the altar to clear this shrine. 


This shrine pits you against a Guardian Scout IV. You can find 
detailed analysis and combat strategy for this creacure on page 312. 
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This shrine is located in the far northwest corner of the map, at 
the base of the leefall Foothills, 
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ve QAZA TOKKI SHRINE o—o® | 


detailed analysis and combat strategy for this creature on page 312. 

You have no obstacle to hide behind when your opponent performs 
ies spinning attack, but you can raise blocks of metal with Magnesis 
to achieve che same result. 


‘This shrine is found at the heart of the North Lomeí Labyrinth, 
to the northeast of Tabancha Snowfield. 


Alternacively, you can take a shortcut by climbing to the top of the 
labyrinch’s walls and dropping in che small section thar looks like 
a “[]”, just east of the maze’s center. You can use the above picture 
as a reference. 


If you wish to go through the maze at ground level, follow the 

path until you reach position [and destroy the glowing eyeball to 
remove the malice goo. Backtrack to position ÉÌ and enter the wnnel 
passage, which will now lead you to a ladder, and eventually to the 
center of the labyrinth. 


Climb to the top of the low wall, as shown here, to find a ser of 
stairs. A linear corridor will then take you to the center of the maze, 
where the Qaza Tokki Shrine awaits. Once inside, open the chest and 
head to the altar. 


Te en 


ee—o MOZO SHENNO SHRINE e—o® 


SHRINE QUEST: THE BIRD IN THE MOUNTAIN 


This shrine lies inside a small cave hidden at the top of Biron 
Snowshelf, right under the eastern edge of the plateau. Molli, a 
young Rito found close to Harth during the day at Rito Village, 
puts you on the right track if you speak to her. 


‘To reach the altar on the upper platform, you must stand on the 
two floor tiles wich glowing squares on them, right in front of 
your starting position, when the orb reaches the concave slot. One 
solution is to drop the orb in front of the fan at the bottom of the 
nearby slope. The fans will push the orb all the way to the concave 
sle 


moving platform when it bridges che two ledges. This is eminencly 


„assuming you túme the maneuver so that the orb passes on the 


achievable, but there is another, potentially much easier, option. 


Nr 


‘This shrine pits you against a Guardian Scout FV, You can find 
derailed analysis and combat strategy for chis creature on page 312. 
Note that you can raise blocks of metal with Magnesis and hide 
behind them when your opponent performs its spinning attack. 


To get this shrine's only treasure chest out of the way, grab ie with 
Magnesis and pull it back to you. While youre at it, pull our the block 
hidden in the wall right by the enclosure with the concave slot, and 
drop the metal cube on top of it, as illustrated above. 


The alternative option consists of manually walking wich the orb 
inside the enclosure with the concave slot. Drop the orb on che flat 
surface, cast Stasis on it, then hit it three or four times wich a swift 
weapon (a one-handed sword or a spear) so that the orb rolls up the 
slope once the Stasis effect ends. Ir will then rolf back down, and 
ultimately enter the slot, but this should give you ample time to 
stand on the tiles with the glowing squares. Once at the top of the 
structure, you will only be a few steps away from the alrar. 
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Your priority is to retrieve the small key from the treasure chest 
with a metal cube on top of it. Grab the cube with Magnesis from 
the intermediate landing and lift it high in the air. Drop the cube 
on one of the moving platforms as it passes beneath, then freeze the 
cube with Stasis. You can now glide down to the chest and open it 
before the effect ends. The small key it contains opens the nearby 
door leading to the altar. 


Before you examine the altar, make sure you open the second treasure 
chest on a pillar by gliding to it from above. 
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Mozo Shenno Shrine 


‘This shrine is hidden in a small cave at the foot of Hebra Peak, 
behind large blocks of ice. 


To access this shrine, you must first melt the ice blocks outside the 
entrance. You can achieve this with a few fire arrows. Alternarively, 
you can set up a campfire right next to the ice by dropping a 
bundle of woad and lighting it with a flint, red Chuchu jelly, or a 
fire-infused weapon. The process takes much longer wich the latter 
opdon, though, whereas fire arrows work instantly. Inside the shrine 
you will face a Guardian Scout IV. You can find detailed analysis 
and combat strategy for this creature on page 312. Note that you 
can summon blocks of ice with Cryonis and hide behind them 
when your opponent performs its spinning attack. 


this shrine you must first remove the door that is preventing 
you from entering, The door i 


y to find: look for a small blue pond 
on your map, to the east of Hebra North Summit, and the door is a few 
steps to the west of it. The trick here is to summon two blocks of ice with 
Cryonis to “All the pond: thís will ensure that a snow 
he top of the hill will keep going until it sme 
than falling into the pond. Now climb to the top of the hill and pick up 
a snowball. Drop it on the ground and it will roll all the way down and 
across the pond and right through the door, thanks to your makeshift 
ice-block bridge. You can then head through the cave entrance, where 

he shrine awaits. Once inside the shrine, head to the altar, collecting the 
contents of the treasure chest on the w. 


This shrine can be found north of Hebra Tower, at the north end 
f Pikida Stonegrove. 


ou can grab che treasure c 


veal a hole i 


wooden ate W 
a bomb You can now C, imb up the ramp an eliminate à second. 
Guardian Scout on the other side. 


) „ou must destroy 
the barrels on top of the switch. You can do so either with a spear- 
type weapon, or a fire arrow. This will open the nearby door, enabling 
you to retrieve the small key from the chest. Climb the ladder to 
return to the entrance. You can now unlock the door with the small 
key to reach the altar. 


THE POSITIONS OF THE SHRINES CO 
HERE ARE SHOWN ON PAGES (92 195 


|_This shrine is hidden inside a cave, about halfway along the It is possible to get a glimpse of the shrine from the lake’s docks 
|_westeen side of Lake Kilsie, to the northwest of Rito Village. | through a small crack in che cliff (as shown on the picture to the 


left), bur che only way in is via an opening in the same cliff, a lictle 
further along, to the northeast. Head inside this opening and follow 
| the cave all the way to the end to reach the shrine. 


}__ Inside the shrine, head to the barred door and light up the torch to You must eliminate four Guardian Scouts in the next room. 
|_your left to open it. The rotating placform beyond is not as difficult À single shock arrow aimed in the middle of them can take them 
to navigate as you might initially fear. Wait until a clear path berween out all at once, especially if you wield a bow chat fires multiple 
{__the spikes appears then make your way to the other side. Step on che arrows simultaneously. Once they re all down, create blocks of ice 
|_ foor switch to reveal the next room. with Cryonis to reach the treasure chest and the floor switch on the 
ledges. 


When you step on the next Hoor switch, a giant spiked boulder will Step on the final switch at the bottom of the slope. Be ready to stop 
start rolling in your direction. As soon as it smashes through the an incoming spiked boulder with Magnesis, then leave it on the side, 
wooden crates, grab it with Magne 


D 


re chest in the aleove with 
previous room and hide ground a corner if you prefer. Once youre Magnesis before heading up the ramp to the altar. 


|__ready; run up the ramp and turn around: you can blow up some 


You can also sprint back to the anywhere on the platform. Grab che treas 


destructible rocks with a bomb to reveal a treasure chest. Grab it 
with Magnesis and take it back to your position to open it. 


hrine lies to the northeast of the Hebra Tower, a few steps | Grab one of the metal cubes with Magnesis and drop ie in the 
away from the Snowfield Stable. middle of the alcove to your right (from your starting position). This 
will act as a stepping stone, enabling you to reach the treasure chest 


in a minute. 


You must now stand on the tiles with the glowing squares (close to where From your elevated position, you can now hop to the treasure chest, 
you just dropped a metal cube) as the orb reaches the concave slot. There and then to che aktar. 

are many ways to solve this puzzle. You could, for example, use Stasis on 

the orb to freeze it while it is exposed to the penultimate fan, sprinting 

to the tiles before the effect ends. The easiest solution, chough, is shown 

above: first drop che second metal cube in the middle of the flat platform 

just before the concave slor, then drop the orb just before the cube, walk 


to the tiles with the glowing squares, and from here lift the metal cube 
wich Magnesis. The wind from the fan will push the orb into the slot, 
while you are already in position on the tiles. 


ee—o LANNO KOOH SHRINE e—o® 


{_This shrine is hidden in a cave direetly west of Hebra Tower, just The shrine is surrounded by ice-cold water. No matter how well 
{north of the eastern tip of Hebra Plunge. | ed you are, yau will take damage from prolonged exposure. 


st way to reach it is to enter the cave via the east side and 


make a dash for ie. Heal as required and run as fast as you can 
to avoid taking too much damage, Alternartively, you could cut 
eam, push the trunk in the river and stand on it, but 
this is hard to engineer, and will not neces 
the freezing cold water. Once inside che shrine, head to the akar, 


sarily protect you from 


collecting the contencs of the treasure chest on the w; 


Ì 3 nd | 
j__This shrine is located to the southwest of the Hebra Tower, acthe | 
|__bottom of Tanagar Canyon, in the canyon's bend directly south of 
\__ Tama Pond. 


| In the second room, take a left as you enter and move close to the 
|__abyss by the closed gate. From here, you can throw a few bombs 
toward the rock cubes to make them fall and reveal a pressure switch 
behind them. Next, pick up one of the nearby barrels and drop it on 
the floor by the abyss, facing the stack of rock cubes. Your goal is to 
cast Stasis on the barrel, then hit it multiple úmes (preferably wich 
a two-handed weapon) so that it packs enough energy to press the 


switch into the wall and raise the nearby gate (giving you access to 
the treasure chest). Try to align Link exactly in the axis of the swicch: 
you can use the vector arrow that appears during, Stasis to identify 
the trajectory that the barrel will cake, and adjust your position 
accordingly if required. 


Finally, go to the far end of the large room and repeat the trick with 
the barrels. Drop one close to the placform's edge, cast Stasis on it, 
then hit it repeatedly to build up momentum. The barrel needs to be 
projected at maximum speed against che large rock slab to make it fall: 
keep hitting the barrel until the vector arrow turns red. Two-handed 
weapons (particularly a sledgehammer) can really make a difference 
here. Once you succeed, the door leading to the altar will open. 


È 
| 
Î 
| 
Î 


In the first room, cast Stasis on the cogwheel so thar the platform 
fixed to it remains perfectly horizontal. This will ensure chat the 
boulder rolling down from the ramp wilt hie the pressure switch on 
the left — thus opening the door. If the switch is only pardy pressed 
into ics slot, repeat until ir is fully activated. 


Staying on the same side of the large room, head to the next section 
beyond the fence and drop into the pit. Push the boulder to the 
bottom of the slope, then drop two bombs at its base (one of each 
type). Now cast Stasis on the boulder and detonate the two bombs 
to propel che boulder on the floor switch beyond. This will open the 
nearby gate, behind which a chest awaits. 


$& Maka Ráh Shrrie 


Eanno Kooh Shan 


TABANTHA TOWER 


® 


® SHRINES 


‘This shrine is hidden northwest of Hebra Tower, just south of | To access this shrine you must first hit che gate leading to it wich 
Kopeeki Drifts. | a large snowball. To achieve this, head to the top of the slope that 


overlooks the shrine, at the foot of Kopeeki Drifts’ souchernmost cliff. 
| Eens AMER ze dnf He j Pick up a snowball and roll it down the second “track” from the left. 


(If you want to take a shortcut, you can actually pick up a snowball at 
the botrom of the slope, by the gate, and drop it directly at the rop of 
the final segment of che track.) 


In the shrine’s first room, sever the rope holding the large boulder Take a left after the door. When you reach a boulder tied to two 
with an arrow: the boulder will drop on the pressure switch below, ropes, cut the left-hand one: this way, the boulder will press the 
|_opening the door in the process. switch. ‘This opens the nearby door, behind which a treasure chest 


awaits. Once you have secured its contencs, retrace your steps and 
go straight, leaving the shrine's entrance room on your right. 


& Gee ta rah Shrine 


HEBRA TOWER 


In the final room, cast Stasis on the boulder, then quickly cut both 
ropes.while it is frozen in time. Ie will fall on the switch once the 
effect ends, giving you access to the altar. 


SHRINE 


“THE POSITIONS OEF THE SHRINES COVERED 
HERE ARE SHOWN ON PAGE 197, 


|__This shrine lies in the open, a short distance northeast of the 
\_ Woodland Stable. 


B Follow the linear path until you reach che first puzzle room. Take 
the iron sledgehammer from the treasure chest, then align Link 
behind the orb, in the axis of the platform that jurs our from the 
|_water. Cast Stasis on the orb then quickly hie ir five times with the 


sledgehammer before the effect ends. Make sure the vector arrow is 
pointing in the direction of the platform and the orb should land 
in the concave slot. If not, hit the cryscal and try again. When you 
succeed, the path to the next room will open. 


Cast Stasis on che small cube and hit it at least twice with the 
sledgehammer to propel it into the giant rock slab. This will 


cause it to fall, creating a bridge leading to the altar. 


Í € Before you interact with che altar and leave the shrine, consider making, 

E a detour to the left. The linear path will take you to a similar room to the 

\__ frs one. The treasure chest here contains a second iron sledgehammer, but 

{__ this is actually misleading, To succeed here, you must wield a one-handed 

|___weapon. Save beforehand, this way you can always revert to the save file if 
your weapon breaks after multiple attempts. Your objective, as before, is 

|__wo cast Stasis on the orb and hit it so thar it reaches the concave slot in the 

|__distance. To make this happen, you must hit the orb precisely 11 times 


with your one-handed weapon: any other configuration will fail. Your 
aiming, represented by the vector arrow, needs to be perfect as well, in the 
direction of the concave slot. A perfect shor raises the nearby gate, giving 
you access to the shrines final treasure chest. The elevator in the shaft that 
you arrived from will lead you back to che altar. 


Î a ° - ad E er id 
| You will find chis shrine northeast of Ridgeland Tower, close to Run past the first corner to your left and destroy the wooden 

Loethe summir of Salart Hill. crates above with bomb explostons. From here, hit the crystal on 
k Ì the nearby platform with an arrow to make that platform rorate, 


Ì | then repeat. 


coo KETOH WAWAI SHRINE e—o® 


SHRINE QUEST: SHROUDED SHRINE 


‘This shrine is concealed at the heart of the Thyphlo Ruins, to the north 
of the Great Hyrule Forest. It is revealed by completing a shrine quest. 


5 The moment you step in the Thyphlo Ruins, this shrine quest 
activares. You are confronted to one main challenge here: darkness. 
You should ideally equip a corch (one thar you brought, or one of the 


many that are found in the area) and light it. There are multiple local 
lanterns to achieve this, though you can of course create a fire of 
your own with a flint, red Chuchu jelly, or a fire-elemental weapon. 
Your torch will greatly enhance visibility, and enable you to light the 
torches you encounter on the way. These generally rake the form of a 
|__bird statue, whose beak will point you in the right direction, 


If you have completed the Divine Beast Vah Rudania dungeon (see page 
92), you can make navigation easier even without a torch by holding the 
block button (as long as you have at least one charge of Daruk's Protection 
available). The aura provided by this power lights up your surroundings 

a lire, Other makeshift methods to get a sense of what surrounds you 
include aiming with a fire arrow, bomb explosions, as well as Urbosa's Fury, 


the power you obtain ar the end of the Divine Beast Vah Naboris dungeon 
(see page 68). Keep in mind that cutting shrubs or small trees will often 
reward you with a tree branch, which can temporarily replace a torch. 


€ When you reach the pedestal, you are only a few steps away from the 

forest's only real danger: a Hinox. You can find detailed coverage of 
this creature in our Bestiary (see page 316), though fighting in the dark 

{__makes this a somewhat different experience. Start by lighting as many 

£_torches as you can in the area to improve your chances. You should 
also note that the Hinoxs eye is visible when it's open: this is your cue 
to hitting ie with an arrow, then rushing to its position and enk 
a powerful combo. Repeat this until the creature falls. Pick up the orb 
that it releases and drop it into the pedesral to reveal the Keroh Wawai 
Shrine. Once inside, open the treasure chest chen head to che altar. 


ANIJ 


Now make your way to the launcher close to the shrine’s entrance: ie Finally, return to the entrance, pick up the oeb and drop it on the first 
will propel you to a second launcher, which will then in turn propel you launcher, It should be propelled from one launcher co che next, all the 
to the treasure chest at the top of the platform you rotated twice. Open way to the congave slot. This will lift the gare, giving you access to the 


the chest, then hit the crystal a third time (with a bomb, for example). altar. 


| ie RONA KACHTA SHRINE e—oe | | “*° DAAG CHOKAH SHRINE e—o” 


Ï SHRINE QUEST: THE LOST PILGRIMAGE 


‚This shrine is hidden at the northeast end of the Tanagar Canyon, \__This shríne is hidden in the northwest corner of the Great Hyrule 
inside the Forgotten Temple. |_|_ Forest. 


The real difficulty here is to reach the shrine. You will find it at the Speak to Chio in the Korok Forest to begin the Korok trials. Now 
/ p: 2 
speak vo Tasho at the northwest exit of the Korok Forest to initiate 


Decayed Guardians. Unless youre willing, to destroy them all by |__this quest. Your objective is to rail a small Korok called Oaki. 


far end of the Forgotten Temple, and it is guarded by numerous 
deflecring their laser beam back at them, che easiest solution is to Crouch-walk (&) during the entire sequence: not only does this 


speed through the entire location, using the updrafts to remain correspond to Oakt's walking pace, bur it also makes you silent. 


airborne most of the time. If you stay at maximum velocity all along, ‚__Note thar a stealch bonus from armor or an elixir will also help. 
all enemy shorts should miss. If required, adjust your trajectory ‚__Remain at a reasonable distance to avoid being seen, particularly 


slightly to be perpendicular to a beam when a laser comes from behind. after you pass a beehive on your right: Oaki will turn around shortly 

| afterwards, Keep Oaki’s figure and ears in sight, making slight 

Í |__camera adjustments if required to keep track of him. Ifyou struggle, 
consider activating Magnesis mode: you will lose the ability to 

|__crouch-walk, so take ir very slow, but the magenta “filter” should 

\_help you discern Oaki’s figure more easily. 


Í Once inside the shrine, head to the altar, collecting the contents of ‚_ When Oaki walks through an uprooted, hollow tree trunk, follow him 
Ì__\_ the treasure chest on the way. from a. distance but wait at the end of the trunk, keeping Oaki in sight 
| |__by rotating the camera sideways: he will soon backtrack a few yards 

| and would spot you if you were in plain sight. A lide later, he will call 
for help as a wolf passes by: do not move, this is a false alarm, Remain 
Bood at a safe distance until he reaches the shrine and starts celebrating — at 
bl {_which point you can interact with the shrine's terminal. Once inside 

| |__the Daag Chokah Shrine, open the treasure chest then head to the alcar. 


You must now find your way in the fog, which might seem 
impossible until you realize that you can use Magnesis as a visual 
guide. Activate this rune with then walk toward the trees that 
e an iron boulder ins heir “mouths.” If you cannot spot the 
one in line, walk around a lite, rota € a: you will 
jon identi 


After initiating the Korok Trials by speaking to Chio in the Korok 
Forest, go through the southwestern 


of the Korok Forest. S 
to Zooki, who stands on a rock, approximately at mid-distance 
between the Korok Forest and Lake Salia. 


you reach a clearing wich a rusty shield ar ies center, grab the 
shield with Magnesis and place it inside the mouth of the tree at the 
É vhich lies a stone tablet. This will trigger the appearance of a 
juth of a nearby tree. 


Grab this treasure chest with Magnesis and drop 
it on the raft next to it — don't forget to open the 
chest. Now pick up one of the Korok Leaves in 

the area, and use it to send the rz 


iling in the 
rection of the island in the middle of ct 

Place the chest in the mouth of the tree on the 
the Kuhn Sidajj Shrine. C 
inside, open the treasure chest and interact with 


island to re 


the altar. 


a 


WOODLAND TOWER 


seo MAAG HALAN SHRINE ee | 


SHRINE QUEST: THE TEST OF WOOD 


‘This shrine lies in the Mido Swamp, in the northeast section of | Speak to Chio in the Korok Forest to begin the Korok trials. Now 
|_the Great Hyrule Forest. speak to Damia at che eastern exit of the Korok Forest to initiate 
Ì Bee AE OE AS hr AM this quest. Your objective is to reach the shrine at the back of the 


area without breaking a single piece of the equipment given to you 
by Damia. 


To spare your equipment, make sure you eliminate all the weaker When you reach a large bog with Octorocks, make sure you 


\__enemies such as Keeses, Chuchus, and even Stalkoblins, wich bombs. eliminate the Scalkoblin archers wich arrows, as heir ice arrows 
When you reach a large stack of wooden crares blocking the way, can be really annoying, Deal wich the Octoroks next as they 
destroy them with a bomb too. Stay away from the bogs in the area: could make you fall in the bog. 


falling in them would take you back to the beginning of the trial. 


Summon blocks of ice with Cryonis to cross the large bog. Be very ‘Turn right after crossing the large bog and you will find a second 
careful how you position them and jump cauriously: a single misstep one. Eliminate che archer that shoots fire arrows as a matter of 
and you'll have to start over. priority, Note chat you can actually use any updraft generated by fire 


(from arrows or Fire Chuchus) to cross the bog quickly if you wish, 
Ocherwise, blacks of ice created by Cryonis and careful jumps are 
your best bet. The quest will be completed when you reach che Maag 
Halan Shrine. Once inside, open the treasure chest and interact with 
the altar. 


® 


Maag Halan Shrine 


® 


Keo Ruug Shrine 


WOODLAND TOWER 


eo—o KEO RUUG SHRINE e—o” 


In chis puzzle, you must drop an orb in each “lane” of concave 

mennen - nnen en slots, each lane being associated with a specific constellation. Blue 
torches on both sides of the room enable you to number each 
slot in each lane: IL, IL IL, UI, HIL Your goal is to associate a 
number to each lane wich an orb using the information provided 
on the far wall of the shrine. 


constellations ore you interact wich the altar in the second part of the shrine, 


h each lane. ‘The first la t around and you will find a second set of constellations. 1 


small constellation of three stars. utes a new, similar puzzle, + u can solve using the 
are five such constellations on the wall, s F same method, Return to the orbs, and align them accordingly. 
in slot number five UID) for chat lane. Repear chi all lanes to É solution here is: left lane = 4; center-left lane = 2; center-right 
open the gate, If you would like to have the solution clearly spelled 2; right lane = 1. ‘This will give you a to a treasure chest 
out f ‚he left lane = 5; ce left lane = 3; center-right just beneath the second wall of constellations. 


1; right lane 


seo TAH MUHL SHRINE e—e® 


SHRINE QUEST: A LANDSCAPE OF A STABLE 


at the 


‘This shrine lies co the southwest of the Foothill Stable, directlyto | You will receive this shrine quest by speaking to M 

the south of Death Mountain. Foothill Stable. ‘This challenges you to find a shrine based on what 

nd Ö ae bling you see on a painting adorning the stable’s wall. Head to the shrine’s 

PED ARE e 5 j location, at the end of a small canyon to the southwest, as shown on 
the picture to the left. 


|_Once inside the Tah Muhl Shrine, clear the ivy on the first rooms In che second room, start by burning the ivy to your left as you 
}__wall to reveal an opening leading to the second room. You can use enter. The fire will spread all che way to the treasure chest on the 
fire arrows to achieve this, standard arrows ser ablaze with torches, or, wooden ledge beyond the fence: grab the small key that it yields wich 
even better, remote bombs to save your precious resources. Magnesis, and make it fly above the fence, all the way back to Link. 


You can use this to open the locked door, behind which lies a second 
KE treasure chest. 


You can now destroy all the wooden crates and ivy in the rest of 
the room using bombs. This will reveal a third treasure chestin the 
corner close to the fence, and a fourth one in an alcove that was 
hidden by ivy. Once yomre ready, head up the ramp to the altar. 


WOODLAND TOWER 


‘This shrine awaits to the east of Woodland Tower, in the middle 
of Goronbi Lake. 


This shrine revolves heavily around balance scales. First, focus on the 
balance scale in front of you. Burn the wooden crate on the left-hand. 
pan using a fre arrow, or a standard arrow set ablaze with one of the 
torches. This will cause the other pan to move down: retrieve the 
small key from the treasure chest, then head to the locked door and 
open it. You now have access to three metal cubes. 


If you want to access the second treasure chest, turn your attention 
to the other balance scale (to the left of your starting position). 
Drop a metal cube on the lefr-hand pan to lower it. Position a 
second metal cube at che foot of the nearby stairs, and use it as a 
stepping stone to reach that same left-hand pan. From here, grab the 
metal cube next to you (the one on the left-hand pan), and transfer 
ivto che right-hand pan. This will raise your pan, giving you access 
to the second chest. 


Oua Raym Shrine 


ELDIN TOWER 


Finally, return to che balance scale in the center of the room. Step on 
the right-hand pan (the one with the Grst chest where you obtained 
the small key). From this position, chrow a bomb to the destructible 
rocks char block the path to the altar. If you struggle, a bomb arrow 
will make this much easier. Still in the same position on the right- 
hand pan, place one metal cube next to you (on the right-hand pan), 
and two metal cubes on the left-hand pan. This will raise your pan, 
but the metal cube close to you will protect you from the spikes above. 
From here, you can walk straight to the alter. 


AKKALA TOWER 


Muk Shrine 


se—o KAYRA MAH SHRINE e—o® 


SHRINE QUEST: A BROTHERS ROA 


You will ind this shrine to the southeast of the Goron Hot Springs, 


inside a cave known as Gorko Tunnel. 


Ziey's northwest hut. 


You first need to speak to Bladon in Goron 


Now head southeast, through the Goron Hot Springs, and follow the 


trail of torches to Gorko Tunnel, where you will receive this shrine 


quest. Your goal is to bring back a grilled rock roast from the bottom 


of Gortram Cliff, directly to your left as you exit the cave. 


Inside the shrine, you just need to go up the ramp. There are three 
lanes, separated by fences, and boulders are regularly released 
randomly on two of the lanes, These can cause a lot of damage, so 
you must either dodge them or stop them with Stasis or Magnesis. 
Às a rule, one lane will remain hazard-free, so try to anticipate this 
and always be in the currently safe lane. You will notice that rupees 
are occasionally dropped among the boulders, and you can catch 
them by standing on their way. These streams of rupees are of little 
value at first, bur che later ones, released near the top of the ramp, 
can be worth the trouble. 


De 
Ee 


Once you have a grilled rock roast, you must carefully go back up the 
slope to Gorko Tunnel. The difficulty is that boulders unpredictably 
roll down the cliff, forcing you to zigzag and plan ahead. If you drop 
the item, it will usually slide all the way back down che slope, forcing 
you to start over, Once you have managed to take it to Gonguron, 
the Kayra Mah Shrine will be revealed. 


There are vwo treasure chests hidden in this shrine. The first one lies 
in a small alcove on your right-hand side as you run up the ramp. 
“The second one rests on an elevated ledge on che left-hand side: you 
can easily glide to it from the top of the ramp. Once you have secured 
their contents, head to the altar. 


seo GORAE TORR SHRINE e—e* | 


‘This shrine is located to the north of Death Mountain, at the cop 
of Gut Check Rock. 


This shrine is located to the east of the Goron Hot Springs, just 
prior to reaching the Bridge of Eldin. 


When you reach this shrine, you initially cannot enter it. You must 
frst speak to Bayge and pass his Gut Check Challenge. This is a 
raini-game requiring you to climb to the top of the peak in limited 
time, while also collecting, at least 100 rupees on your way. To make 
things easy, tackle chis challenge with a very extended stamina wheel 
(which can be done by exchanging spirit orbs for stamina vessels when 
interacting with goddess statues). This will enable you to jump constantly 
between each protruding beam, making you much faster. In addition, 
equipping armor pieces with the climb speed bonus effect will greatly 


help as well, Generally speaking, pay lietle attention to green rupees 
unless they're directly in your way; and prioritize the ones wich higher 
values instead. After you succeed, che Gorae Torr Shrine will be all 
youts. Once inside, head to the altar, making sure you open the 
treasure chest on the way. 


Drop into the central pit and wait until che platforms upward 
movement launches you in the air. Draw your paraglider when Link 
is at the top of his flight and you can easily land on the large rock 
cube in the center. Now turn around and look in the direction of 
your entrance point in che shrine: when both Link and the cube are 


propelled upward, you can glide to the treasure chest found on a 
small ledge to your left. 


After you have opened the chest, head back to the cop of the rock 
cube. When it is next launched in the air and reaches the apex of 

its course (the green crystal being in contact with the device on the 
ceiling), cast Stasis on the rock cube: this will keep the gate open for 
a few seconds, giving you plenty of time to glide to the exit without 
having to worry about the short timing window during which the 
gate is normally open. 


® 


Shora Hak Shrine 


AKKALA TOWER 


er as it reaches the v 
hile it is frozen in time. 


e on the intermediate landing, head to the right-hand ramp and You can now take control of the metal boulder again with Magnesis, 
grab the metal boulder wich Magnesis as it rolls down toward you. and use it as a shield of sorcs to force your way up che left-hand ramp. 
Drop it on a flat surface close to you, chen go up the ramp to open ‘This will push the stone boulders thar roll down the ramp all the way 
the treasure chest at the top. back up, enal ou to reach the altar at the top. 


ee—o SHAE MO'SAH SHRIN 


In the first room, use a bomb (or a fire arrow) to destroy the wooden 
ledge close to the door. Pick up the barrel that falls and drop it on 
the floor switch to open the door. You can find your fiest treasure 
chest a few steps to your left after the door. (Norte that you can 
alternatively step on the floor switch and casr Stasis on it to keep the 


‘This shrine lies at the northern exit of Goron City, at che top of the 
hill leading co the Abandoned North Mine. 


door temporarily open.) 


Before you head up the staircase, open the treasure chest on its 
opposite side, then step on the floor switch ar the top of the stairs. 
This will reveal a hanging lantern, which you can swing with 
Magnesis to set the nearby leaves ablaze. Once the adjacent wooden 
ledge burns, the metal ball that was on it will fall and roll down uncil 
its blocked by a closed gate. Go around the room until you find a 
second floor switch: when you step on it, the gate will open, and the 
mecal ball will fall on the wheel below, causing the nearby door to 
open. Sprint through it before it closes to find a new treasure chest 
containing a small key, then walk up the nearby ramp and drop back 


down into the main room. 


In the next room, eliminate the three Guardian Scouts, then open the 
treasure chest close to the ramp. Once youre done, go up the ramp. 


Open the locked door wich your newly acquired small key. In the 
next room, either burn or destroy the wooden ledge, then drop the 
barrel char falls on the nearby floor switch. Alternatively, you could 
stand on that same switch and cast Srasis on it to keep the door open, 


giving you access to the altar. 


206 


This shrine lies in the norchwest corner of Darunia Lake, to the 
north of Goron City. 


Inside the shrine, raise the spiked metal block with Magnesis and 
walk underneath it. Once on che other side, take a left and align the 
two smaller meral blocks so that they form stepping stones leading 
to the treasure chest. Readjust them, this time to gain access to the 
nearby blue lantern. Pick up the torch (a critical item for this shrine) 
and set it ablaze with the blue flame. 


Light an arrow with the blue flame and fire it in the direction of the 
lantern on the elevator. This will raise a platform close to the central 
lantern, giving you access to a floor switch. 


To reach thís shrine, you must use the mine cart on the edge of the 
lava lake, a short distance to the northeast of Goron City. Jump 
inside the cart and drop a round bomb in the receptacle ar the back. 
When you detonate the bomb, the cart will be propelled along the 
rails. Repear this whenever the cart comes to a near halt until you 
reach the shrine (bur avoid causing too many explosions as this could 
send the cart in the lava). 


Note that you cannot sprint while holding the blue flame: Link 
would put the torch away, thus extinguishing the flame. Jog back to 
the central lantern and light it with the blue flame. You must now 
lighe che lantern beyond the wall-mounted fountains to activate 

an elevator. This can be achieved easily by walking underneath the 
two fountains on your right: as long as you hold @, Link will hold 
the torch in front of him in a low position, without any risk of 
extinguishing it. 


Have Magnesis ready as you step on the floor switch: a spiked boulder 
will start rolling in your direction; grab it and drop it in the lava to 
clear the path. Head up the ramp and eliminare che Guardian Scouts 
on the next platform, where you will find two treasure chests. When 
youre ready, light your torch with the blue fame from the lantern on 
the elevacor, then use it to set ablaze the lantern where you just fought 
the Guardian Scouts to raise the nearby gate. 


In the next section, light the first lantern. You must now light the 
next cwo lanterns simultaneously, otherwise water fountains will 
instantly extinguish them. You can do so by lighting an arrow wich 
the blue fame, and aligning a shot thar goes through boch lanterns 
simultaneously. Light your torch before you proceed to the next 
section, 


Use the lantern on the second moving platform to light the right- 
hand lantern on the next large platform with an arrow. Now glide 
to that platform and light che left-hand lantern with your torch. 


gie 


innen 


Light an arrow and fre it at the leaves on the next platform, down 
the ramp: chis will cause the Guardian Scouts to burn to death 
without giving them a chance to fight back. Now light your torch 
and head ro the final section wich all the lanterns. 


Light the next lantern, then repeat the same maneuver as in the | ESTRAS 
previous section: light an arrow with the blue flame and, when the 
two lanterns on the moving platforms are aligned at the middle 
point of their course, light them simultaneously with a single arrow. 
‘This will create an updraft that enables you to cross the gap. Make 
sure you stop on the second moving platform before you continue. 


Cast Srasis on the water fountain, then quickly switch to Magnesis Fo FAR 
and move the block wich the lantern you just lit to the far side. The 
next updraft enables you to reach a treasure chest hidden behind 

a pillar on your right. The other chest, close to the lanteen, can be 
grabbed with Magnesis. 


© ELDIN 


Light the lone lantern with your torch and open the nearby treasure 
chest. Finally, light your torch one last time and perform a circular 
charged attack while in the center of the circle formed by the lancerns. 
‘This will lighe them all simultaneously, opening, the path to the altar, 
Note that it might take you a few attempts to lighr all of the lanterns 
at once: position Link centrally and make minor adjustments based 
on which lantern is not lic. Set your torch ablaze again via the nearby 
lantern whenever required and persevere. A few patient actempts is all 
it takes to succeed, there is no special trick thar you can apply here. 
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Climb up the ladder and ser the ivy on fire or get rid of it with a 


This shrine lies to the west of Akkala Tower, 
close to the northern tip of Cephla Lake. 


Remove the ivy with any form of fire or a bomb to reveal an opening 
in the wall in front of you. A Guardian Scout awaits beyond: eliminate 
it however you please — a guardian weapon can expedite the process. 


In the next room, your primary goal is to destroy the two wooden 


crates in the fenced area, either wich fire or bombs: once they 
disappear, the slab chey held will fall on the floor switch, thus 
opening the locked door leading to the altar. You can also open the 
treasure chest on the wooden ledge after taking it down to your 


position with Magnesis. 
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8 SHRINES 


This shrine lies to the southeast of Akkala Tower, on the cliff |_ You will find this shrine next to the East Akkala Stable, a liecle to 


overlooking Lake Akkala. \__{_the south of Bloodleaf Lake | 


‚This shrine pits you against a Guardian Scout II, You can find \__Head to the terminal to your right to initiate a gyroscopic-based 
|__derailed analysis and combat strategy for this creature on page 312. \__puzzle. In chis game of “miniature golf,” your objective is to putt the WAS TELA 
|_orb (the ball) into the concave slot (the hole). This requires you to 
ED nn en ej __angle your shot ín a straight line, with just enough speed to reach the 
„| __sloe, but not so much thar the orb would fall beyond the edge. If you 
fail, cancel and try again until you ger the hang of it. Succeeding will 
}__unlock a moving platform thar takes you across the room to the altar. 


Before you interact with the altar, consider making a detour to che 
room further back. A terminal will invite you to play a second game 
of miniature golf. This time you must aim your putt diagonally 
toward the top so that the orb curves its way to the concave slot, 

as shown above. This will trigger a moving platform to your right, 
leading to the shrine’s sole treasure chest. 


This shrine rests to the northwest of Akkala Tower. It overlooks the 
South Akkala Stable. 


In the second room, hit che crystal then make your way across the 
room as the blocks rotate, shielding you from the laser beams. Use 
bombs or arrows to hit the crystal again if you get stuck in the middle 
of the beams. 


In the final room, interact with the terminal to face another puzzle 
based on gyroscopic controls. Your goal here is simple: guiding one 
orb into each of the three slots with a floor switch. Starting from a 
flat position, gently angle your controller to the right so that all orbs 
move accordingly. Tilt the controller slighely toward you to pull the 
orbs toward their respective slots and you should succeed almost 
immediately. If you struggle, move all three orbs back to the top-left 
corner and try again. This really isn*t as hard as it looks — the trick 
lies in your ability to angle the controller very slowly to keep control 
of each orbs momentum. Once you're done, head through the door 
and to the altar. 


Interact wich the terminal and use the gyroscopic functions of your 
controller to create a path to the door. As you cilt the platform in a 
direction, the spikes move along the lines visible on the platform. 
There are many possible configurations leading to the exit. You can 
find one in the above picture. Once the path is clear, jamp to the 


platform, and then to the door. 


If you want to open the treasure chest, you must reach the top of 

the final rotating platform. This can only be achieved by hitting the 
crystal (either wich an arrow or a bomb) while this block is in its 
bottom position. The rotation leads it back to its top position (from 
the left-hand side looking from the entrance): use this opportunity to 
drop to it during its ascent, and slowly walk toward the block’s angle 
to step on its upper side as it rotates. Once it stops, you can glide to 
the nearby platform where the treasure chest lies. 


® 


Tutsuwa Nima Shrine 


AKKALA TOWER 


Dinraal is a flying fire dragon that regularly roams around the 
\_northernmost section of the world map, to the north of Death 
Mountain and Eldin Mountains. The Eldin Great Skeleton, which 
you can easily reach from the nearby Gorae Torr Shrine, is a great 
place to hunt for the dragon. When you manage to ger within bow 
range, hit any part of his body with an arrow: he will drop a scale 
nearby. Take this back to the Spring of Power and pur it in che water. 
\_ This will complete the quest and reveal the Tutsuwa Nima Shrine. 


You will find this shrine at the Spring of 
Power after completing the corresponding 
shrine quest. 


‘The Spring of Power is located to the 

west of the East Akkala Stable. When you 
interact with the goddess statue, she will 
ask you to bring her one of Dinraal’s scales. 


This shrine pits you against a Guardian Scout IV. You can find 
derailed analysis and combat strategy for his creature on page 312. 
You have no obstacle to hide behind when your opponent performs 
its spinning attack, but you can summon blocks of ice with Cryonis 
to achieve the same result. 


Í 
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This shrine is hidden inside Ulria Grotto, to the northeast of Zoras 
Domain. 


Finding this shrine is actually the real challenge here. It is concealed 
behind a destructible rock wall, just beneath the top of che cliff. You 
must destroy that wall wich a bomb arrow from the opposite cliff, as 
shown in the above picture (aim higher than your objective to rake 
into account the arrow’s drop). You can then use the nearby updraft 
to glide to the shrine itself. 


SHRINE QUEST: THE SKULE'S EYE 


‘This shrine awaits to the northeast of Death Mountain, ar che top 
of the peak that forms the right “eye” of Skull Lake 


Tu Ka'toh Shrine 


à Kat Shrine 


Ritaad Zumo Shrine 


AKKALA TOWER 
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Inside the shrine you will face a Guardian Scout III. You can find 
detailed analysis and combar strategy for this creature on page 312. 


After proving your identity to Robbie during the “Robbie's Research” 
side quest (see page 229), speak to Jerrin at Akkala Ancient Tech Lab 


to activate this shrine quest. Your goal is to reach the top of the peak 
in the middle of Skull Lake (which looks like the skulls right “eye” 
on the map). The easiest way to do this is to glide from the highest 
point of the cliff to the north of Skull Lake, Once inside the Zuna 
Kai Shrine, head to che altar, making sure you open the treasure 
chest on the way. 


ee—o TU KALOH SHRINE e—o® 
SHRINE QUEST: TRIAL OF THE LABYRINTH 


‚_ Alrernatively, you can take a shortcut by climbing to the top of the 

| } 

|__ structure and head to the position shown on this picture, to the 
southwest of the main building where the shrines rests. There are 


multiple Guardians in the area, bur it is relatively easy to avoid them. 


SHRINE QUEST: INTO THE VORTEX 


This shrine is hidden in che center of the spiral peninsula located 
|__ón the east coast of che Akkala region. 


You can reach this labyrinth by gliding from che cliff at Akkala 
Ancient Tech Lab. As with the other mazes, you can choose to go 
through che maze in a traditional way: follow the path shown on 
the above map. 


From this position, drop down and take the corridor to the east. 
Climb up che ladder and follow the way to the shrine, Note thar you 
will encounter a vertical shaft with bramble: burn it down and follow 
the pach: ir leads ro a fire-infused Aameblade. Once inside the Tu 
Kaloh Shrine, head to the aftar, making sure you open the treasure 
chest on the way. 


® 


AKKALA 
To reveal this shrine, you must pick up the orb ar the start of the 
spiral, and take ir to the pedestal in the center of the peninsula, 
‘There are multiple methods to achieve this: you can walk the whole 
way, which will require you to defeat many enemies on your path; 
you can take the raft at the south of the peninsula if you have a 
Korok Leaf ca steer it; or you can throw the orb in the water and 
lift it wich blocks of ice (generated by Cryonis), and repeat until 
you reach the pedestal. The shrine will appear once you drop the 
orb in its slot. There is no further challenge inside: head to the altar, 
collecting the contents of the treasure chest on the way. 


This chapter offers easy-to-use solutions for all 76 side quests that 


you can encounter during your travels through Hyrule. 


For ease of reference, we have sorted side quests by region. 
These are initially fogged over, their highways, contours, and 
major landmarks a mystery, but are revealed when you activate 
each local tower. The order we've chosen follows the same broad 


progression suggested by the Walkthrough chapter. 


We begin with a map showing the positions of all towers, plus tips 
on how to scale them where appropriate, as activating these is an 


essential step to completing side quests in an optimal fashion. 


Our coverage of each region starts with a large map where roman 
numerals are used to show the positions of quest vendors and, 
where applicable, associated objectives. The pages that follow 
each map offer traditional walkthroughs for the side quests that 


appear in the corresponding map portion. 


Whenever vou decide to undertake a side quest, don’t 

forget to select it as vour current mission in the Adventure 

Log menu: this will ensure that active waypoints on the map 

and mini-map point to relevant locations, In some instances, 
direct waypoints will lead vou to your objective. In others, 4 
waypoint will remain on the position of the quest vendor, making, 
you solely responsible for figuring out what to do next. Certain 
NPGs (particularly those in villages) have daily routines that can 
occasionally make them elusive, so making use of the Adventure Log 


can sometimes help when you need to find a particular individual. 
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The local tower should be your first destination whenever you visit a new region, particularly if 
you plan on completing side quests or other optional challenges. Unlocking the regional map will 
not just reveal the topographical layout of the area, but also show the names of each landmark 
you visit, making navigation much easier. Furthermore, activated towers turn into fast travel 
spots, enabling you to warp to them whenever you please. 


This map shows the position of each tower. We also offer advice on how to scale them whenever 


the ascent is a puzzle in its own right. 


HEBRA TOWER: The base of chis tower 
is surrounded by ice blocks. Move to the 
south side of the tower, where the terrain ís 
Hat, drop a bundle of wood, then light it to 
create a campfire. This will cause the blocks 
to melt after a few seconds, enabling you to 


climb to the top. Fire arrows will also work 

if you have a few to spare. If you obtain the 
Revali's Gale power in advance, you can even 
fly above the ice blocks and reach the top of 4 
the tower almost instandy. 


TABANTHA TOWER: Malice goo 
prevents you from making a straightforward 
ascent with this tower. Instead, climb to 

the top of the pillar southwest of the tower 
and look to the northeast; from here, you 
can eliminate the glowing eyeball fixed to 
the pillar. This will cause the pillar to fall, 
creating a natural bridge leading to the tower 
— which you can now easily ascend. 


RIDGELAND TOWER: This tower is surrounded by water and guarded by multiple 
Electric Wizzrobes and Electric Lizalfos. If you are spotted while swimming, thís will make 
any resultant combat scenario extremely awkward, with every enemy assault likely to shock 
you (which, of course, will cause Link to drop equipped weapons or shields). The best 
{approach is to clear an angle of approach from solid ground. Take out all enemies wichin 
‚reach using a bow, then swim straight to the tower and climb up; there is no need to worry 

about the enemies thar do not notice you. 


GERUDO TOWER: This cower is 
extremely tall, and only features horizontal 
ledges at its very top. You therefore need 

to glide to it from a very high point. The 
plateau to the northwest of the tower, which 
you can reach from the nearby Karusa Valley, 
is a good option. Glide from this píateau to 
the tower and you will end up well within 
range of the first ledge, where you can catch 
your breath. The top of the tower is then 
mere seconds away. | 


WASTELAND TOWER: This tower is 
surrounded by bog. Should you fall in, you 
will be instantly returned to your previous 
spot on dry land with one less hearr. Gliding 
to reach the tower is not an option as strong 
winds seem to perpetually blow against you. 
The best solution, then, is to summon blocks 
of ice with Cryonis, creating stepping-stones 
to reach the tower, If your stamina wheel is 
limited, climb to the top of the rock pillar 
closest to the tower first. This will enable you 
to refill your entire gauge before you begin 
the main ascent. 


CENTRAL TOWER: This tower is 
surrounded by Guardians. The most 
dangerous of these is the Guardian Stalker 
to the south, but vwo Decayed Guardians 
to the east and west also complicate 
matters. Make your approach from the 


south and try to ar least eliminare the 
Stalker wich perfect guards. Youcan then | 
start climbing, making regular jumpsto | 
speed up your ascent. Use the horizontal | 
ledges to both catch your breath and 

shield yourself from incoming attacks. If 
you move at sufficient pace, the Decayed | 
Guardians may not fire ar all. This is a | 
beneficial situation, as the explosions they | 


cause can cause you to fall. 


% GERUDO TOWER 


Wastealorower 


GREAT PLATEAU TOWER: Youreach 
the top of this tower automatically during 
the game's prologue. 


WOODLAND TOWER: ‘Itis tower is 
surrounded by a large enemy outpost built 
on a bog. Eliminate any hostiles directly 
in your way, particularly Fire Wizzrobes 
who can really hinder your progression; 
dont forget that they can be taken down 
instantly with an ice arrow. To cross the 
bog, summon as many ice blocks as you 
need with Cryonis or glide over from a 


LANAYRU TOWER: An efficient way 
to climb Lanayru Tower is to make your 
approach from the northwest. Climb up 
the long ladder leading to the top of the 
lookout platform, then glide from there 


to the tower itself. The rest of the ascent is 


straightforward. 


AKKALA TOWER: This is one of the 
harder towers to scale. Make your way up 
the Akkala Citadel Ruins however you 
see fit; che long stairs that fun around 
the mountain is the most obvious route, 
though you will need to hide whenever 

a Guardian Skywarcher comes your way. 
You can also climb the cliffs if you prefer. 
Onee at the base of the tower, begin your 
approach from the structure’s north face. 


vantage point. [ 
| | ee | Shoot an arrow at the glowing eyeball © 
|_ through the partly destroyed gate. This 
will release a chin metal slab. Grab thís 
with Magnesis and drop it on the floor 


'_ELDIN TOWER: 
{This tower is most 


| |_above. You must now reach that very 
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the south. Walk up 
the bumpy slope 


goo-free wall. Once you arrive at the slab, 
lift it wich Magnesis and drop it so that 
made of igneous it creates à makeshift bridge berween the 
EEE Te lower stairs and the tower itself, as illustrated 
|_ascent itself poses | above. You should then climb to the top 
en particular | of the tower without touching any Malice 
d the Rico 


challenge. En 
2 ä quest, you can naturally use Revali's Gale 


goo. If you have comple 


to fly above the goo instantly. 


v 
HANRIRU TOWER 


|_HATENO TOWER: 
\_This tower is 

partly covered 
{and surrounded 
|_by bramble, but 
navigaring these 
hazards isnt difficult, 
Start your ascent 
from the southwest 


N BUEURG PERKS TOWER 
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HATENO TOWER 


or southeast, stopping 
at each ledge on che 
* |_way to refill your 


tinke nomen 


FARON TOWER: The first horizontal 


ledges of this tower are fairly high above 


stamina bar. the ground, making a standard climb 
unlikely during your initial visit unless 
you have an unusually well-developed 
stamina wheel. You can, however, reveal 
two updrafts in the immediate vicinity: 
}_one to the south of the tower, and one 
ien ie f Nn zi to the north. Drop an octo balloon on 
DUELING PEAKS TOWER: This 


tower is very easy to climb. Start your 


the rock slabs on the ground to uncover 


if | LAKE TOWER: This tower is guarded by 


a few enemies, including Lizalfos archers. them. Catching these updrafts will propel 


Once you have eliminated them, the ascent from the nearby shore. you high enough to make the rest of the 


climb itself poses no specific problems. ascent very manageable. 
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COOKING WITH KOKO 
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KOKO CUISINE 

KOKO’S SPECIALTY 
PLAYTIME WITH COTTLA 


FIND THE FAIRY FOUNTAIN 


BY FIREFLY'S LIGHT 
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Hila Rao Shrin 


Wahgo Kata Shrine 


Riverside Stable 


Shae Katha Shrine 


SIDE QUESTS 


@> Läkna Rokee Shrine 


Kakariko Village 


@ DUELING PEAKS 


Kam Wrog Shrine 


Speak to Domidak and Prissen at the Dueling Peaks Stable. If you 
agree to pay 100 rupees, they will give you hints referring to a secret 
treasure cache and trigger chis side quest. 


Í On your way to Kakariko Village to meet Impa for the first time, 
Î you can speak to a creature called Hestu to the northeast of Kakariko 
Bridge. 


Speak to Rensa, the man by the counter at the Dueling Peaks Stable. 
He will challenge you to mount a wild horse and take it back to him 
in under two minutes. 


‘The secret location in question is found to the southeast of the 
Dueling Peaks, at the end of the small stream chat branches off 

from the main river. Climb to the destructible rocks on the cliff 

and blow them up with a bomb. You will find multiple treasure 
chests (including another behind yet more destructible rocks), and 
complete the quest in the process. Undertaking this mission early in 
the adventure can be an extremely effective way to gain an advantage 
over your enemies by acquiring advanced weapons. 


Head to the outpost a short distance to the east and eliminate all 
then take che maracas back to Hestu. As a reward, he will 
offer you a very useful service for the rest of the adventure: he will 


grant you additional inventory slots for your weapons, bows, or 
shields in exchange for Korok seeds that you deliver to him. 


You can find many wild horses around the stable. Move close to 
one of these by carefully crouch-walking during an approach from 
behind, then press @ to mount it. Press repeatedly to soothe the 
horse until it calms down. You can then ride it back to che stable, 
steering, with ® and increasing your speed with ®. As long as you 
return within the time limit, Rensa will reward you with a purple 


rupee. 


To trigger this quest, speak to Cado while he watches over his cuccos 
during the day, opposite the armor shop. Thís is only possible after 
interacting with the guards in front of Impa's house ar least once. 


Your goal is to retrieve seven cuccos found milling around the vi 
including two that often stand on rooftops and another situated 
on the ledge overlooking the armor shop. Place them all inside the 
enclosure to complete the assignment. Cado will reward you wich a 
purple rupee. 


After completing the “Seek Out Impa” 
main quest, speak to Rola, the owner of the 
general store that sells arrows in Kakariko 
Village. She needs you to light the four 
candles behind the village’s goddess statue. 


To light the candles, you can use fire 
arrows, standard arrows set ablaze at the 
nearby campfire, or even a fire-elemental 
melee weapon (leap to each candle and 
perform a jump slash). Once you're done, 
return to Rola to complete the mission and 
receive a red rupee. 


Speak to Koko, a child found by the 
cooking pot next to the general store 

in Kakariko Village. She will only be 
available during the early afternoon, from 
approximately noon to 7:00PM. Purchase 
a swift carrot from the nearby general store, 
then deliver it to the child to complete this 
short mission and receive your reward: a 
hasty veggie cream soup. 


}_ Speak to Koko again after completing her 

Í previous quest (Koko's Kitchen). This time 
she needs goat butter, which you can also 
purchase from the nearby general store. 
Once you have completed your delivery, 
she will reward you with a hot buttered 
apple. 


Speak to Koko again after completing; 

her previous quest (Cooking with Koko). 
aive her some raw mear to complete this 
mission, You will most likely already have 
some in your inventory at this point; if not, 


hunt a mammal found in the region, such 
as a fox or a boar, and collect the meat it 
yields. Koko will thank you wich a tough 
meat-stuffed pumpkin. 


SIDE QUF 


Speak to Koko again after completing her previous quest (Koko Speak to Cotla during the day. You will encounter her most often 

Cuisine). You must secure Courser Bee honey for her. You can between noon and 4:00 PM around the armor shop. Choose to play A 
find a beehive in the forest to the northwest of Kakariko Village. tag wich her. Once the game begins, sprint after her and you should 
Alternatively, you can warp to the Owa Daím Shrine on the Great catch up in no time. She will offer her thanks for this entertaining 

Plateau and glide to che nearby enemy outpost, a short distance diversion with rock salt. If you choose to play hide-and-seek with 

to the north: there is a beehive in the small rock alcove barred by the child, you will find her hidden behind Impa's house. 


planks. Shoot it with an arrow and collect the item that falls on the 
ground. Your reward for chis quest ís an energizing honeyed apple. 


© DURLING PEAKS 


Speak to Pikango in Ke ko Village after you have obtained the Activate the Great Fairy Fountain to the northeast of the village 
camera rune in Hateno Village, then follow him. (this will cost you 100 rupees if this is the first fountain you unlock), 
then take a picture of it and report to Pikango. He will thank you 
by offering hints regarding the location of the captured memories 
stored in your Sheikah Slate's album. 


‘This becomes available after you complete the “Find the Fairy Your goal is to catch five sunset fireflies in the arca. These are 


Fountain” and “Flown the Coop” quests. You will receive this plentiful in Kakariko Village after dusk as long as it is not raining: 
assignment from Lasli, the woman who stands outside Kakariko's erouch-walk toward them and collect them wich @®. Once you have 
armor shop during the day, bur chen walks to her home in the reached the quota, select all five of them in your inventory, hold Î 
southeast corner of the village at night. Speak to her from 10:00PM them in your hands, and release them inside Lasli's house to secure Ì 
onwards to trigger this quest. your reward: a purple rupee. | 
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If you speak to a child called Teebo in 
Hateno Village, he will take you to a 
strange statue by Firly Pond. Speak to che 
statue to trigger the quest, then speak to 
it again to regain che essence it rook from 
you. This ís a simple introduction to a 
feature that enables you to turn a heart 
container into a stamina vessel, or vice 
versa, for a mere 20 rupees. Should you 
ever change your mind about how you 
have invested your spirit orbs, chis system 
offers you a chance to reallocate them as 
you see fit. 


GER eed es Ee eN RE hoet eten eee 


Speak to Nebb, one of the children running 
around in the streets of Hateno Village 
during the day. This will trigger a long- 
term quest during which the child asks you 
to show him various weapons. Every time 
you take one back to him (it only needs 

to be in your inventory, not necessarily 
equipped), he will offer you a reward, then 
derail your next target. As his whims will 
take you all over Hyrule, including some 
highly dangerous locations, it makes sense 
to complete chis quest gradually. Make 

a note of where his next weapon might 

be found, then make a detour to collect 

it when other objectives lead you to its 
general neighborhood. 


| Firsc, Nebb wants you to show him a traveler’s sword. You can find ebb wants to see a fire rod. This is a weapon dropped by 

í one of these in the valley that leads to Zora's Domain, just east of Fire Wizzrobes. You can find one of these creatures ìn the Military 
! Inogo Bridge. The blade lies close to two abandoned wooden carts, Training Camp, directly to the south of Woodland Tower, A single 
í Pick it up and take ie back to Nebb: he will reward you with a red ice arrow will defeat it instantly. Show the weapon to Nebb and he 
| rupee. will give you a red rupee. 


en 


Nebb now asks for a Moblin club. You can find Moblins that are 
highly likely to wield this weapon in various locations; a typical place 
to look would be Upland Zorana, to the north of Zora's Domain. 
Show the weapon to Nebb and he will thank you with a purple 


rupee, 


Nebb now needs you to acquire a windcleaver for him. This is a 
weapon wielded by Yiga Blademasters, who appear frequently on 
the road between the Lanayru Tower and the Foothill Stable after 
you have cleared the Yiga Clan Hideout (see page 66). Retrieve a 
windcleaver from one of these foes and show it to Nebb to obtain a 
silver rupee. 


Nebb's next assignment is to secure a frostspear. You can find one 

of these by defeating a Lizalfos in an outpost wich a skull-sbhaped 
building in the Hebra region (climb up from the Mozo Shenno 
Shrine and head northwest across the Biron Snowshelf). Very late in 
the adventure, you can also acquire one by defeating a Lizalfos on 
one of the upper walkways of the Coliseum Ruins, in the south part 
of the Central Tower region. Show this ro Nebb to obtain a gold 
rupee. 


Nebb's next request is a duplex bow. This is the signature weapon 
used by Yiga Footsoldiers. These tend to appear frequently near 

the entrance of the Yiga Clan Hideout, to the north of the Gerudo 
Desert. Retrieve one of their bows at the next opportunity and take 
it back to Nebb to obtain a purple rupee. 


You can acquire one by defeating a Guardian Scout IL These are 
found inside various shrines, such as Muwo Jeem, Sasa Kai, Namika 
Ozz, and Mijah Rokee. Take the weapon back to Nebb and he will 
reward you with a silver rupee. 


Nebb now asks you to collect an ancient short sword for him. You 
can purchase this from Cherry at the Akkala Ancient Tech Lab if 
you have completed the “Robbie's Research” side quest (covered 
overleaf). This will cost you 1,000 rupees, as well as 15 ancient 
springs, 5 ancient shafts, and 2 ancient cores, Show the weapon to 
Nebb to obtain a diamond. 


For his next task, Nebb asks you to show him an ancient battle axe+. 
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Speak to Manny, who is usually found between Hateno Village's dye _Once the quest is active, walk behind the inn's counter and ask 
shop and the local inn. Prima whar she likes. Return to Manny and he will give you a new 
objective: to find 10 restless crickets for him. 


‘The easiest way to catch large numbers of 
restless crickets is to head to a field wich call 


grass, such as the one to the northwest of 
Hateno Village. Select a long two-handed 
sword and hold ® to initiate a charged 
attack. Tilt © in any direction to begin 
cutting che grass rapidly. Cancel the attack 
wich ® before you run out of stamina, or 
to avoid wasting the weapon’s durability. 


Whenever you notice a restless cricket 
revealed by this “lawn-mowing” process, 
cancel the move and sprint over to retrieve 
it. With chis technique, it is possible co 
gather many insects in next to no time. 
Return to Manny when youre done and he 
will reward you with a silver rupee. 


Speak to Koyin, who watches over her flock outside the farm located Head to Hateno Beach, to the southeast of the village, and eliminace 
between Hateno Village and the Tech Lab. She needs you to slay a the group of creatures chat congregate at the outpost, on the east side 
group of monsters. of the bay. After getting rid of alt of them, report to Koyin. She will 


reward you with 10 bottles of fresh milk. 


After showing Purah a picture of herself during che main quest in che You first need to find Robbie ar che Akkala Ancient Tech Lab, in the 

Hateno Ancient Tech Lab, speak to her again to trigger this mission. northeast corner of Hyrule. Once inside, speak to Robbie, When he 
requires proof of your identity, remove all your armor pieces to show 
your scars, then speak to him again. 


Pick up che torch leaning against the shelves in che Tech Lab, and After igniting the furnace outside che Tech Lab wich the blue fame, 
head to Tumlea Heights, just west of the Tech Lab. Light your speak to Robbie again to complete the assignment and receive three 
torch with the blue fame found there, chen head back to the Tech ancient arrows. This also unlocks a new shop, which you can access 
Lab. Ideally, you should eliminate potential enemies beforehand by speaking to Cherry. It specializes in equipment of the “ancient” 
to prevent them from harassing you on the return journey, as you variety — the sort that is effective against Guardians. 


cannot sprint while carrying the blue flame. Don't forget to regularly 
light lanterns as you pass them: these will enable you to retrieve the AKKALA ANCIENT TECH LAB SHOP 
blue fame without having to go back to Tumlea Heights should your : 
torch be extinguished for any reason. 


| ì { Ancient Screw x2, Ancient Shaft x1, | 
| Ancient Arrow | 90 Diotsl í 
| Ancient Screw x6, Ancient Shaft x3, 

| Ancient Arrow x3 250 Arrow 5 

| Ancient Spans 5 bei Shaft s 


Ancient Arrow x5 | 400 | Arrow x5 


Ancient Soete xs, kuctent Shaft x 5, 


| Ancient Short Sword 1,000 | | Ancient Core 2 


g î \ Ancient Gear 10, Ancient hee 2e 
| ea Shed í 1 [1 Giant Ancient Core xl 
pannen ste 45, Ancient Shaft x x5, 


Ancient Bladesaw 1,000 | Ancient Core 2 


Ancient Gear 5, dae shaft el 


\ Ancient Spear ‚_ 1000 | Ancient Core x 


\ Ancient Gear x 1, han A 


| ADE DN 1,000 ‚xs, Giant Ancient Core xl 


cquiring the camera rune from Purah at the Hareno self Ancient Helm ‘2,000 Vanden Care wo, a saf 5, 
8 À ncient Core x: 


Ancient Tech Lab, speak to her again to initiate this quest. If 
you give her three ancient screws, three ancient shafts, and three 2 


| | Ancient Gear x20, Ancien Karen á, 


ancient cores, she will upgrade your Sheikah Sensor, Remote -_‚ Ancient Cuirass 2,000 | Ancient Core el 
Bomb, and Stasis runes respectively. ‘The marerials in question can | 
be obtained by defeating Guardians, commonly encountered in }_\ Ancient Greaves 2,000 | Ancient Gear 0, Ancient at Spring 5 


shrines and around Hyrule Castle. ‚Ancient Core 5 


Symin now requires three sunshrooms, 
which you can easily collect in Retsam 
Forest, just north of the Tech Lab. Take 
the items back to him to complete che 
assignment and receive three hearty 
truffles as a reward. 


Speak to Kass on the tall rock ín the middle of Kirano Bay. He 
mentions a treasure “ac 17 of 24,” which is your only clue, 


Once you've acquired the Sheikah Sensor+ 
upgrade, speak to Symin inside the Hateno 
Ancient Tech Lab. Take a picture of the 
sunshroom at the back of the building, 
then show it to him. 


If you convert “17 of 24” to a clock position, where north 
corresponds to noon, the riddie means 5 o'clock. Looking ar the 
group of rocks jutting out of the water as a clock, move to the ones 
in the bottomeright section, where a needle would point to show 

5 o'clock, You will ind a treasure chest hidden berween the rocks. 
Grab ir with Magnesis and open it to obtain a gold rupee and 
complete the assignment. 
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Speak to Bolson in Hateno Village. He and his men work around The best method to acquire rupees is by selling gemstones. Ever 
a house to the south of Firly Pond. He will sell you the house in time you destroy an ore deposit, you will find at least one gemstone, 
exchange for 3,000 rupees and 30 bundles of wood. ‘This is a lang- and often many more. The Talus sub-bosses are also a great source 
term task, though you can actually fulfl both objectives rather of precious stones. Gather these diligently and you should reach the 
quickly if you know where to look. 3,000 rupee milestone in no time. 

Î 

@: 


Wood is a resource that you can retrieve every time you destroy a Once you've paid Bolson, you still need to furnish your home and 

felled tree. You can knock down trees and shatter the tree trunks, decorate its exterior. To do so, you will need to make multiple 

transforming them into bundles of wood, witkt an axe or a bomb. payments to Bolson of 100 rupees each: weapon mounts (x2), bow 

Bombs are an excellent choice as they have no durability limit, and. mounts (x3), shield mounts (3), bed (x1), lighting (1), door (x1), JA 
can hir multiple trees simultaneously. Recommended locations to sign (xl), flowers (xl), and trees (xl). Purchase all of these upgrades 

farm wood include the area around the old man's hut on che Great =— for a combined cost of 1,400 rupees — and you will finally | HEBRA 
Plateau, the Rico Stable (where many tree trunks are conveniendy complete che quest. 


lined up and waiting to be turned into bundles of wood), and the 
valley leading to Zora's Domain, where suitable trees abound. 


—— HOMEOWNING —= || 


Owning your own house and upgrading it offers two tangible benefits: 


b_ You can sleep in your bed at any time, enabling you to restore 
your entire health bar for free. 


_ You can use the mounts in the living room to store weapons, 
bows, and shields that you do not necessarily want to carry 
with you. Each mount can carry a single piece. This can be a | 
great way to put precious items in safe keeping, for example, | 
weapons that you need for specific uses (such as powerful | 
ancient blades effective against Guardians, or weapons required 
to complete Nebb's side quest = The Weapon Connoisseur). 


After you have purchased a house as part of the “Hylian Homeowner” 
side quest, speak to Bolson and Hudson. This mission officially 
begins when Hudson departs for the Akkala region. Meet Hudson on 
the small island in the middle of Lake Akkala. He requires your help 


to gather more wood and to recruit people for his new setrdement: 


Tarrey Town. First, you must deliver 10 bundles of wood to him. 


See the box-out on the page to your right for wood gathering tips. 


After you give Hudson another 20 bundles of wood, he will ask you 
to find someone with a gift for tailoring. Head to Kara Kara Bazaar 
and talk to Rhondson (while not wearing the full Gerudo outfit) 
during the day — the Gerudo beneath the canopy outside the inn. 
Head back to Tarrey Town after she departs and speak to Hudson. 
You can now buy the desert voe line of clothes from Rhondson in 
the village. 


Give Hudson another 50 bundles of wood and he will ask you to 
find a person who can officiate. Warp to Zoras Domain and speak 
to Kapson, on the floor above the shrine. After he leaves for Tarrey 
Town, fast travel there and talk to Hudson, who can be found ar 
Rhondson's clothes shop. He will then ask you to invite guests for 
him. 


After you deliver the first 10 bundles of wood to Hudson, he will 
ask you to find a strong Goron. Warp to the Eldin region and speak 
to Greyson at the Southern Mine when he sits by the cooking pot 
at night. Once he's on his way to Tarrey Town, warp back there and 
speak to Hudson again. You now have access to a gemstone shop in 
the village. 


Give Hudson the 30 bundles of woad he now needs to move on to 
his next request: a Rito merchant. Warp to Rico Village and speak. 
to Fyson, who is found close to the goddess statue. Return to Tarrey 
Town and speak to Hudson once again. Fyson has opened a brand 
new general store in the meantime, where you can buy all sorts of 
arrows for competitive prices. 


Warp to Hateno and invite Bolson and Karson to che wedding, 
ceremony. Head to Hateno Village and you should find them close 
to Links house. Once they're on their way, return to Tarrey Town 
and talk to Hudson to begin the wedding. Speak to Hudson one last 
time after che ceremony to obtain your final reward for completing 
this lengthy quest: three diamonds. Note that Kapson has opened 
an inn in the meantime, where you can rest whenever you please for 
no charge. 
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| =— WOOD-FARMING TIPS — 


You must gather a lot of wood for this quest. The following locations offer great opportunities to acquire sizable quantities of this resource. 


‘The best place to begin ís undoubted{y 
the Rito Stable, where there are many 
tree trunks ready for a bomb explosion 
thar will turn them into wood. Stop 
by this stable often and you will soon 
have very large stocks of this valuable 


resource. 


Another location where you can farm 
wood, even at a very early stage in che 
adventure, is the old man's hut on the 
Great Plateau. Most of the trees in 
the area can be knocked down, then 
|__processed into wood with bombs or 

|_ the axe available in front of the hut. 


Ô 
í 


|_ The valley leading to Zora's Domain is also packed with suitable Finally, over a dozen bundles of wood can be picked up for free at | 
trees. A single trek can reward you with dozens of bundles of wood, the enemy outpost to the east of the Yiga Clan Hideout. Ifyou ever _ | 
though you will need to eliminate a few Lizalfos during the process. pass through this area while going after shrines or side quests, besure | 


| to claim these on the way. 
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After completing the Divine Beast Vah Ruta main quest, speak 
to Finley on the Bank of Wishes, in the valley leading to Zora's 
Domain. She will chrow a letter down che river and will ask you to 
follow che item without losing sight of it until you find out who 
picks it up. You additionally need to ensure the letter isn't destroyed 
by Octoroks on the way: try to eliminate these enemies quickly when 
you run into them, for example with arrows. 


Dive in the water and swim until you run into a wooden barrier 


Keep following the letter down the river, regularly catching your 


that blocks the letter. Stand on the nearby rock, pick up the letter breath by standing on flat surfaces near the shore, After you pass 
and throw it to the other side; you can also destroy the barrier if Inogo Bridge, che letter will get stuck against wooden crates and 
you prefer. debris under an enemy outpost suspended on piles: you must destroy 


these obstacles with a bomb or bomb arrow before the letter reaches 
them (otherwise the explosion will shatter the letter too). This can be 
achieved while standing on a small rock in the middle 

of the river, close to the bridge. 


The letter will end up in a small inlet in Mercay Island, wherea man Finally, warp to Zoras Domain and valk to Finley and Sasan, who 
called Sasan is making camp. Speak to him to trigger a cutscene. can be found on one of the round platforms in the west half of the 
town. They will reward you with a gold rupee. 


After initiating the Divine Beast Vah Ruta main quest, speak to 
Gruve at the base of the stairs leading to the throne room in Zoras 
Domain, then dive (same command as jumping) from the edge of 
the platform next to him. 


After initiating the Divine Beast Vah Ruta main quest, speak to 
Laflat, who is standing a few steps to the east of the stairs leading to 
the throne room in Zoras Domain. She needs a picture of the Lynel 
that roams on Ploymus Mountain. 


After clearing the Divine Beast Vah Ruta dungeon, speak to Tumbo 
during the day at Zora's Domain — a child that runs around the 
statue opposite the shrine. He will ask you to find five hot-footed 
frogs for him. 


Swim back up the waterfall thanks to the special effect of your Zora 
Armor. Gruve will reward you with five fleet-lotus seeds. 


The main quest in this region takes you chere, with the Zora Armor 
enabling you to swim up the waterfalls and reach your destination 
very quickly. Take a picture of the Lynel on your way to Divine Beast 
Vah Ruta (see page 52), and show ir to Laflat later. She will reward 
you wich the Zora Greaves, which enable you to swim faster. 


During rainy weather, these frogs are usually plentiful near bodies 
of water such as Ralis Pond or the small pool to the south of Luto's 
Crossing. Once you have at least five in your inventory, deliver them 
to ‘Tumbe to obtain an armoranth. 


LANAYEL 


After clearing the Divine Beast Vah Ruta dungeon, speak to Torfeau, Cross the nearby bridge and head to Ralis Pond, to the southwest. 

on the plaza underneath the throne room in Zoras Domain. Apply che usual tactics to eliminate the Hinox, shooting arrows at 
its open eye and following up with melee combos while the beast is 
stunned. Return to Torfeau once the creature falls to receive a silver 
rupee. 


After clearing the Divine Beast Vah Ruta 
dungeon speak to Ledo, who needs 10 
luminous stones, 


You can find multiple ore deposits that may contain these minerals Alternatively, you can warp to the Sho Dantu Shrine near the entrance 
on the plateaus overlooking the northwest bridge of Zora's Domain. to the Yiga Clan Hideout, where four deposits await your attention. 
The Upland Zorana area has multiple spots where you can gather ‘There are more right behind the Kuh'Takkar Shrine, to the east of 


luminous stones. the Yiga Clan Hideout, Once you have 10 of the required gems, 


return to Ledo to receive two diamonds. After you complete che 
quest, Ledo will continue to trade in 10 luminous stones, but for one 
diamond instead of two. 


$ A WIFE WASHED AWAY … …… 


His wife awaits in the Lake Tower region, 
on the small isler east of Hylía Island. She 
will give you five staminoka basses when 
you talk to her, which will complere the 
quest. 
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After clearing the Divine Beast Vah Ruta 
dungeon, speak to Fronk. He can be found & 
during the day on the round platform a i 
few steps to che east of the general store in ERvENtOl 
Zora's Domain. Ì 
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Speak to Izra, on the shore of the river 
right by the Wetland Stable. He needs 
your help to lift a treasure chest out of 
the water, which is easily achieved with 
Magnesis, Open the chest to find a royal 
broadswerd, chen speak to him again to 
complete this short assignment. 


After clearing the Divine Beast Vah Rura 
dungeon, speak to Jiahto at the far end 
of the plaza underneath the throne room 
in Zoras Domain. He will ask you to 


search for 10 stone monuments in the area 
surrounding Zora's Domain. They are all 
similar in appearance to the example in 
front of him. 


The 10 stone monuments are marked on 
the above map. Once you have examined 
all of them, return to Jiahto to receive a 
diamond. 


lhis stone monument is found in che Zodobon Highlands, ar the This stone monument rests on a ledge high above the north end of 
base of the mountain on which Divine Beast Vah Ruta stands after Oren Bridge. 
you have freed it from Ganon's blight. 


240 


hd 
ZEIDA 


1 


This stone monument lies directly on the path leading to Zoras 
Domain, approximately midway between Oren Bridge and Luto's Luto's Crossing. You can glide to it directly from the bridge. 
Crossing. 


This stone monument is located a short distance to the south of Í 


LANAYRU 


You will find this srone monument directly on the path leading to When you reach the summit of Ruro Mountain, drop down the cliff 


Zoras Domain during the ascent of Ruto Mountain. on the south side to reach this stone monument. LAK 


‘This stone monument is on your right just before you step on the From the bridge leading to Zora's Domain, look to the west: you will 
bridge leading to Zora's Domain. see this stone monument on the shore of Ruto Lake, 


‘This stone monument is found on the plateau at the base of the final 
bridge of Zoras Domain. waterfall leading to the summit of Ploymus Mountain — a few steps 
to the south of Lulu Lake. 


Ree Dahee Sh 
Shee \lenath Shrine &> 
Ha Dahamar Shrine @& 


Shee Vanger Shin … Dueling Peaks Sta 


Sháe Katha Shrine 


Toto Saki Shr 


SUNKEN TREASURE 


nl | Al o Shoda-Sah Shrine 


A GIFT OF NIGHTSHADE 


THUNDER MAGNET 


Ò |_TAKE BACK THE SEA |___ See overleaf 


® 


…… FARON TOWER 


Lakeside Stable 


Shai Uioh Shrine 


Hateno Villag 


Î an 
4 Myahen Agana Shrine — 


Tawa Jin Shrine 


& lükah Nata Shrine Kah vab Shrine 


®& 


Muwd eem Shrine 


peak to Kiana outside her house at Lurelin Village during the day. 


Speak to Rozel in Lurelin Village. He is often encountered on the 

pier or outside his home. The quest begins after you ask him “about 
sside his h The quest beg frer 3 k him ° 

the ocean.” 


| Once you have a Korok leaf, step on Rozel's raft, sever the rope 
Î anchoring it to the pier, then start propelliag air cowards the sail. 
Your goal is to reach the three small rocks jutting our of the water 


' to the south. 


'o make seafood paella, she needs goar butter (which you can buy 
from a general store in Rito Village or Kakariko Village) and a hearty 
blueshell snail (which you can find on the village's beaches). [f you 
struggle with the hearty blueshell snail, select it as the target of your 
Sheikah Sensor (@ while on the map screen) to make the process 


easier. You will get a silver rupee as a reward for your efforts. 
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To reach the desired location with Rozel's raft, you will need a Korok 
leaf. If you do not have one with you, consider warping back to the 
Great Plateau. You will find a Korok leaf on the northeast shore of 
the River of the Dead. If you have already been to the Korok Forest, 
you can also find multiple Korok leaves there. 


Stop the raft in the middle of the triangle formed by the three 

rocks and activate Magnesis. You will notice multiple submerged 
treasure chests: grab them with Magnesis and pull them back to your 
position. You will obtain, among other rewards, a thunderblade and 
multiple gemstones. Toss the chests back in the water once youre 
done and report to Rozel to complete the quest. 


Speak to Sebasto, a fisherman found on the Lurelin Village beach 


during the day. He will ask you to defeat a group of monsters on Aris 
Beach to the west. 


DE ME LUT De 
Speak to Wabbin at the south tip of the heart-shaped pond on Tuft 
Mountain. He requires a blue nightshade to declare his love to the 
nearby Gerudo lady. Note thar there are multiple hearty radishes 
in the area, which can be a great way to fill your inventory with 
powerful restorative items if you cook them one by one. 


Talk to Cima at the Lakeside Stable, a short distance to the 
southeast of Faron Tower. Your mission is to investigate why the 
stable is frequencly struck by lightning. 


A waypoint will guide you to the correct location if you select this as 
your active quest. Try to eliminate at least some of the archers from a 
distance with arrows, then make your approach from the west, where 
you will find sea level access to the various wooden platforms. Take 
the remaining monsters down one by one, If one of them should fall 
into the water, you must finish it off: your objective is only complete 
once all hostiles have been dispatched. Once the task is done, report 
to Sebasto to receive a silver rupee. 


You can find a blue nightshade very close to here: head west and 
glide across Yambi Lake. You will find two of these flowers on the 
west shore. ‘There are several more at the south end of the lake. Give 
the flower to Wabbin, then agree to offer it to the woman for him. 
Once the rwo meet, you will be rewarded with a red rupee and a 
silver rupee. 


Climb the long ladder to reach the lookour platform. From here, 
glide to the stable's rooftop, then climb either side of the horse head 
structure. Once at the top, you will notice an axe. Pick it up, then 
report to Cima to receive the rubber helm, a helmet with shock 
resistance properties. 
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northwest of the mouth of the Menoat River. Speak to Straia, who 
will ask you to capture a giant horse. 


Now travel to Taobab Grassland, to the northwest of your current 
position and west of Lake Hylía. A waypoint will lead you there if 
you select this as your active quest. The easiest path is through the 
Oseira Plains to the west. As you proceed through chis area you will 
encounter two high-level Lynels. If you are sufficiently strong and 
confident enough to defeat them, do so: not only will you obtain 
valuable item drops, you will also greatly simplify your return 


journey. 


Once at ‘Taobab Grassland, look for a very large horse. You can 
capture it in the standard fashion, though this one is warier and will 


require you to erouch-walk ar the slowest possible speed over the 
final yards of your approach, tilting ® very gencly. If you struggle, 
consider consuming food or equipping armor thar provides a stealth 
effect. Once you mount the horse, press €M repeatedly to soothe ic. 
You may need more than two circles of a stamina wheel to prevent the 
animal from dislodging Link, so have food with stamina restoration 
properties at the ready. Once the horse is calm, retrace your steps and 
take the giant horse back to Straia, If you did not eliminate the two 
Lynels on your way here, you must move at full speed and do your 
utmost to avoid them. If you save beforehand, you can always retry 
should things go awry — but, ideally, defeacing the Lynels ín advance 
is the best option. When you show the animal to Straia (+ @), he 
will reward you wich a silver rupee. Note that you can register the 


giant horse if you wish to keep the mighty steed: it has a prodigious 
strength stat, at the expense of the ability to gallop. 


Talk to Perosa at the Highland Stable, which is located to the 
southeast of Lake Tower. She will ask you to eliminate a gang of 
miscreants who have taken over the area. 


The five Bokoblins in question are just outside che stable. Asthey are @ 
riding horses, you should ideally be on horseback too. Arrows work 

very well to take them down from a distance. If you opt for melee 
combat, wield a long spear to benefit from its superior range. Once 

all five are dead, return to Perosa to receive an endura carrot. 
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Speak to Zyle in the Gerudo Canyon, between Koukor Plateau and 
Mount Nabooru. He will ask you to bring him any horse that would 
be suitable for a man of his stature. If you have a spare registered 
horse of standard size, summon it from the Gerudo Canyon Stable 
and take ir co Zyle; otherwise, warp to the Dueling Peaks Stable and 
capture any wild horse in the vicinity, then register it. Warp back 

to the Gerudo Canyon Stable and ride this new mount to Zyle's 


position. Should he approve, he will buy it from you for 300 rupees. 


Speak to Sesami at the Gerudo Canyon Stable. He will ask you to ‘The positions of all four targets are shown on the above map. You 
find four of his friends in the Koukot Plateau area: Oliff, Flaxel, will generally need to eliminate all enemies in the area before you 


Canolo, and Palme. All four can be found on the elevated ledges can speak to the person thar needs to be rescued. 
built on che cliffs of the canyon to the north of Koukor Plateau 
(north of Wasteland Tower). 


Oliff, Flaxel, and Canolo are all on the wooden walkways close to the Palme is located on a wooden walkway a liede further to che south. 
waypoint marker that appears on the in-game map if you select this Once you have rescued all four, return to Sesami to receive a gold 
as your active mission. rupee. 


Speak to Pirou at the Gerudo Canyon Stable between 8:00AM 

and 3:00AM. He will require 55 rushrooms, the purple fungi that 
grows on cliffs. This is a long-term quest that you can complete 

by gradually accumulating rushrooms during your travels. Once 
you make your way to the Korok Forest you can actually buy four 
rushrooms for 12 rupees apiece, which can save you a lire time and 
effort. These are renewed as time goes by, so occasionally warping, to 
the Korok Forest will enable you to increase your stocks at regular 
intervals in order to close this quest at a fairly early stage in the 
adventure. Your reward for delivering 55 of them to Pirou is a 
diamond found in a treasure chest at the back of the stable. 


Speak to Isha in Gerudo Town, outside the Jewelry shop. She 
requires 10 pieces of lint to reopen her shop. 


If you examine the back door of Gerudo Town's armor shop, to 

the southeast of the premises, you will be asked for a password. 
Failing to provide the correct code will trigger this quest, and means 
that you must wait until che next day before you can make a new 
attempt. 


Speak to Guy at Kara Kara Bazar. He needs a chilly elixir, which you 
can cook by combining a winterwing butterfly and a monster part 
(such as a Bokoblín horn). The insects are common in the Gerudo 
Canyon and on the high plateaus surrounding Wasteland Tower. 
Cook the elixir then give it to Guy and he will reward you with a 
purple rupee. 


_ Flint is a relatively common resource that you can obtain at 
random by destroying ore deposits in mountainous regions. As a 
rule, the Eldin region is a good place to farm these stones. 


When you supply the requested pieces of flint to Isha, she will reopen her 
Jewelry shop, in which you can buy head accessories that offer special effects. 
To thank you, she will offer you a choice of the following three items: 


P_Ruby circlet (grants cold resistance: this can be useful when 
combined with the warm doublet for going through the Gerudo 
Highlands unharmed if you haven't yet purchased the snowquill 
ser from Rito Village) 


P_Sapphire circlet (grants heat resistance: useful to survive in the 
desert uncil you acquire either of the Gerudo outfits) 


Pp Topaz earrings (grants electric resistance: potentially useful against 
the Divine Beast Vah Naboris boss) 


To learn the password you must surreptitiously listen in on the 
conversation that the women are having at the bar in the north part 
of town. First, talk to these women to trigger the conversation, then 
head to the adjacent building (where Rotana is reading, a book) 

and eavesdrop on them through the window. You will hear that the 
required code is: GSC® (which stands for “Gerudo Secret Club”). 
If a sufficient period of time since your original attempt has elapsed, 
you can now return to the secret door wich the password to gain 
entry. This will give you access to a new clothes shop where you can 
purchase the radiant and desert voe outfits. 


® SIDE QUESTS 


Speak to Malena, who can usually be found in the courtyard where 
the soldiers train (in the west corner of Gerudo Town) or in front of 
Riju's mansion. 


Once you have bought the Gerudo outfit from Vilia during the main 
quest, equip it and speak to Bozai, a man who jogs around Gerudo 
Town. If you ask for his boots, you can trigger the quest and borrow 
his snow boots to help you to achieve the necessary goal. 


After completing “The Eighth Heroine,” equip the Gerudo outfit 
and speak to Bozai again, who can now be found under a canopy 
close to Gerudo Town’s main entrance. This time he needs you to 
photograph che lost sword of the statue from his previous quesc. 


The Molduga guts she requires are dropped by the Molduga sub-boss 
type. The one closest to your position roams the Toruma Dunes, to 
the west of Gerudo Town. To defear it, stand on a rock or ledge (in 
short: anything but sand), and throw a round bomb in ies direction. 
When it emerges from the sand to swallow the explosive, detonate it. 
You can then follow up with extended combos, then sprint back to 
safety and repeat. Turn to page 318 for additional advice if required. 
‘Take the Molduga guts back to Malena to receive a gold rupee. 


The statue he sends you after can be found in the Gerudo Highlands, 


to the northwest of the Gerudo Summit. The statue is most easily 
reached from the snowfield above, though there are updrafts chat will 
take you to it from below if you happen co fall or approach from the 
north, Stand on the statue’s joined hands to photograph its torso (or 
take a picture of its entire body, if you prefer), then show the picture 
to Bozai to receive che sand boots, which enable you to maintain 
your normal movement speed on sand. 


‘The sword lies at the top of the Gerudo Summit, at the heart of che 
Gerudo Highlands. Take a picture of it and show this to Bozai to 
obrain the snow boots, which enable you to maintain your normal 
movement speed on deep snow. 


$ THE MYSTERY PC 


Riju's quest (“The Thunder Helm”), speak to Dalia, who is found in 
the northern corner of Gerudo Town during the day. She will ask 
you to ascertain who is polluting her water source. 


__ After clearing the Divine Beast Vah Naboris dungeon and starting 
Riju's quest (“The Thunder Helm”), speak to Liana, the woman 
conducting a training session in the courtyard in the west corner of 
Gerudo Town. If you do not have a hearty durian in your inventory, 
purchase one before you set out. 


Hen 


After clearing the Divine Beast Vah Naboris dungeon, interact with 
the Thunder Helm next to Riju inside her mansion. She will give it 
to you once you have completed the following side quests in Gerudo 
Town: Tools of the Trade, Medicinal Molduga, The Mystery Polluter, 
and The Search for Barta. 


Head to the town’s west corner and make your way to the rooftops. 
Talk to Calyban, a woman eating melons. She will stop polluting the 
water if you supply her with 10 wildberries. 


The closest location where you can acquire wildberries is on the 
snowfields of the Gerudo Highlands. The plateau directly north of 
the Gerudo Tower, to the west of Sapphia's Table, features a few trees: 
you will find well over 10 wildberries at this site alone. There are also 
many wildberries around the Rito Stable, which is very convenient if 
you can warp to it. Take them back to Calyban, then report to Dalia 
to be rewarded wich a hydromelon. | 


“ Head to the Gerudo Great Skeleton, in the far southwest of the 
region, and you will find Barta under the fossil's head. You will need 
Level 2 heat resistance here, which you can trigger wich food and/or 

clothes. Give her a hearty durian to save her, then return to Liana. 

She will thank you wich a silver rupee. 
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Lester, a man found close to the cooking pot at the Rito Stable, will This ingredient can be purchased in Goron City's general store. 
ask you to find Goron spice for him. Deliver it to Lester and he will reward you with a purple rupee. 
After you complete the quest, he will trade in Goron spice for 
Hylian rice. 


en: ze bent sd n 
Speak to Juney, who is found next to Kaneli's hut in Rito Village If you do not have any at hand, find a raw apple and drop it by a 
during the day. She requires a baked apple — an item that you may campfre: it will soon turn into a baked apple. Deliver it to Juney 
well have in your inventory, enabling you to complete the quest and she will reward you wich a silver rupee. You can continue 
instantly. to turen in baked apples to Juney after completing this quest: her 


Î payments are initially small bur they increase gradually. 


Speak to Jogo during the day, inside Rito Villages inn. He needs If you have yet to acquire pieces of flint, note that they will appear 
Ì some flint — an item that you are likely to have in your inventory. randomly when you destroy ore deposits in mountainous regions. 
H The Eldin region is a particularly good place to farm for it. Give a 
single piece to Jogo to obtain a silver rupee, You can continue to 
turn in flint to Jogo after complering this quest to receive small 
(but increasing) rupee payments. 


After completing the Divine Beast Vah Medoh dungeon, speak to 
Gesane, the Rito patrolling on the first wooden bridge leading to 
Rito Village. He will ask you to destroy a Frost Talus. 


er completing the Divine Beast Vah Medoh dungeon, speak to 
Amali, next to Rito Villages shrine. She will ask you to find Kheel. 


Head to Coldsnap Hollow, at che heart of the Hebra Mountains to 
the north. A waypoint will guide you there if you select this as your 
active quest. The Frost Talus will freeze you if you come into contact 
with it. You have two options to prevent this: you can use fire arrows 
or fire-infused weapons to heat the sub-boss up, before attacking 

it as usual and climbing on its back to strike its weak point, or you 
can equip a complete snowquill armor set upgraded ar least twice 
via great fairies to trigger the unfreezable effect (which removes the 
need to heat up your enemy). Report to Gesane after you defeat the 
creature to receive a silver rupee. 


Kheel is waiting for her sisters at Warbler's Nest, to the west of Rito 


Village. After speaking to her, report to Amali back in Rito Village 
and she will give you a purple rupee. 
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Speak to Juannelle at the Snowfield Stable. She wants to see what a 
Stalhorse looks like. 


Wait until evening (sitting by a fire to pass time, if required), then 
head to the north uncil you have an enemy outpost consisting of 


two skull-shaped huts in sight. You will soon see a Stalhorse ridden 
by a Stalkoblin. Take a picture of it wich the camera, then show this 
to Juannelle to obtain a silver rupee. Note that the Stalhorse can 
actually be mounted, but can't be registered at a stable. 


Hebra region is extremely chilly, so you will need Level 2 cold 
resistance to survive the punishing conditions. Furthermore, many 
enemies in this region have attacks that can freez 
this by wearing the complet 


vou. You can prevent 
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Speak to Shamae during the day at the Woodland Stable to trigger 


this quest. 


After initiating the The Hero's Sword 
main quest, speak to Kula in Korok Forest. 
He can usually be found walking in the 
area where the Master Sword initially rests. 
He requires an ice-infused rod. 


You can obtain an Ice Rod from an Ice Wizzrobe. One of these 
creatures roams on the road between Lanayru Tower and the Foothill 
Stable; another convenient specimen can sometimes be found 
floating around the Kuk Takaar Shrine in the Gerudo Highlands. 
Delivering an lee Rod to Kula leads ro a silver rupee reward, 


Ì 


Drop two octo balloons on one of the barrels in front of Shamae. 
You can obtain octo balloons by defeating any Octorok; you can 
find some in Pico Pond, right by the stable. It's possible to fix two 
balloons on a barrel simultaneously, but you can also drop them one 
after the other. The quest will be completed when the barrel flies 
high in che air. Shamae will reward you with a star fragment. 


Alternatively, you can retrieve a Blizzard Rod from a Blizzrobe. The 
closest one to your current position is located in one in the round 
structures at Crenel Hills, to the east of Hyrule Castle, Securing this 
weapon for Kula will lead to the upgraded reward of a gold rupee. 


After initiating the The Hero's Sword main quest, speak to Chio in The Lost Pilgrimage: This ís triggered by speaking to Tasho at 


the Korok Forest, near the entrance leading to the local shops. He the northwest exit of the Korok Forest. Your objective is to tail a 
will challenge you to complete three trials. These are actually shrine small Korok called Oaki without being detected: see page 196 for 
quests, which we cover in the Shrines chapter. Return to Chio after guidance. 

you have cleared all chree to obtain your reward: three big hearty 

truffles. 


Trial of Second Sight: Go through the souchwestern exit of _ The Test of Wood: Speak to Damia at the eastern exit of the Korok 
the Korok Forest and speak to Zooki. Your task is to find your Forest. Your goal is to reach the shrine at the back of the area 

way through the fog by using Magnesis to intuit clues from the without breaking a single piece of the equipment given to you by 
environment. See page 197 for details. Damia. You can find a walkthrough for this challenge on page 198. 


© WOODLAND 


After initiating The Hero's Sword (main quest) and The Priceless Peeks requires a picture of a Blupee — a glowing rabbir-like creature Í 
Maracas (side quest), speak to Peeks in the Korok Forest. He can occasionalfy encountered in forests at night. The best location to 
usually be found roaming outside or inside the Great Deku Tree. find one is at the rop of Satori Mountain, in the south part of the 


Ridgeland Tower region. You will find a small pond there where 
Blupees often gather around the mysterious Lord of the Mountain; 
this only happens when a large glow visible from a great distance 
highlights chis location, chough. Take a photograph of one of them 
and show it to Peeks to receive a silver rupee. 


Speak to the researchers at the Serenne Stable, who will request that One Leviathan is located close to dl 
southwest of Gerudo Town. 


he Great Fairy Fountain to the 


you supply them wich photographs of Leviathan skulls. 


You can find another at the northern edge of the Eldin region, in 7 ‘The final Leviathan is also the hardest. It is hidden inside the ice cave 
featuring the To Quomo Shrine in the Hebra North Summit region 
(see page 189). Once you have photographs of all three skulls, show 


them to the researchers to receive a gold rupee. 


the East Deplian Badlands. 


When you complete che final, 120* shrine by interacting with its The Forgotten Temple is guarded by numerous Decayed Guardians. 
altar, you will trigger this quest. You will be told that a reward awaits Unless you're willing to destroy them all by redirecting their laser 
you at the Forgotten Temple. This is a secret landmark found at the beams, the easiest solutien is to speed through the entire location, 
north end of the Tanagar Canyon. using the updrafts to remain airborne most of the time. If you 

Ì remain at maximum velocity throughout, all enemy shots should 

Î miss. When required, make small lateral adjustments to avoid shots 
fired from behind. Your reward is no less than the “of the Wild” 
armor set (Cap of the Wild, Tunic of the Wild, Trousers of the 
Wild). You will find it at the foot of the goddess statue ac the back 
of the local shrine. 


IÉ you climb to the top of the Great Deku Tree in Korok Forest, 
Walton will challenge you to take the ultimate trial. This is actually 
a series of riddles that you must decipher. Whenever you have found 
the solution to a riddle, drop the corresponding item on the leaf in 
front of Walton to proceed to the next step. If you manage to solve 
all riddles, Walton will reward you with a diamond. 


“Kakariko Village's specialty fruit,” which grows under Olkin’s 
watchful eyes, is the fortified pumpkin. You can buy one from the 
old man for 20 rupees. 


À fish whose “scales and rail will zap you” is the voltfn trout. You 
can find specimens of this species in Lake Totori, which surrounds 
Rito Village, and Strock Lake. They are rather rare, though, so be 
patient in your search and regularly refresh your stamina by catching 
your breach on dry land. 


The “small, red, round, and sweet” item Walton refers to is, of 
course, an apple. 


A “sulery shroom that will warm your bones” alludes to a sunshroom. 


Sunshrooms abound in Retsam Forest, just north of the Hareno 
Ancient Tech Lab. 


The final item “starts with an H and ends with an oof”: a Lynel hoof. 
This item is dropped by che fearsome Lynels. See page 328 for their 
locations, and page 314 for advice on how to defeat them. 
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î Speak to Toren at the Tabantha Bridge Stable, ar the west edge of the ‘The fountain is located to the south of Tabantha Tower, at che base 
Ridgeland region. He will give you 500 rupees and ask you to find of Piper Ridge. It is in the small pond that is visible on your map. 
a Great Fairy Fountain for him by climbing the Tabantha Tower and Report back co Toren when you're done to complete the assignment. 
locating che fountain by using che tower's afternoon shadow. 


Speak to Parcy at the Riverside Stable. She will ask you to find an This requires a visit to Hyrule Castle. You can find a royal guard’s 
item of the royal guard series. sword behind a doorway blocked by destructible rocks, in the 
corridor to the left when you reach the top of the stairs after visiting 
the armory (see step @}on page 106 for details). After completing 
the quest, you can keep trading in items of chis series for gems by 
speaking to Parcy, if you wish. 


Speak to Trort at the Outskirt Stable. He needs raw gourmet meatto Speak to Aliza, under one of the trees surrounding the Ourtskirt 

feel more energized. This is an ingredient that you can obrain from à Stable. All you need to complete this quest is to show her the Master 

various large mammals, including wolves, bears, buffalos, and rhinos. : Sword (see page 100). She will then recognize you as the hero and 

A single piece is enough to sate Trott's appetite, who will reward 

you with a silver rupee. Note that Trott will continue to buy raw 
Ì gourmet meat for 100 rupees after you have completed this quest. 


reward you with a star fragment. 


Speak to Gotter at the Riverside Stable, in the southeast of Hyrule Speak to Toffa at the Outskirt Stable, in the far southwest of the 
Field. He needs you to retrieve something from Hyrule Castle, Central Tower region. He asks you to find a specific white horse. 


You can find two recipes in Hyrule Castle's library: one on a large » 7 Head to Safula Hill, across the river to the northwest, where the 
wooden table on the ground floor, and another on a small bookstand horse in question roams. 


on one of the upper walkways. 


‘The two recipes are as follows: 7 {You can tame ic in the same way as any other horse, though it is 
extremely vigilant: you will need to crouch-walk at the slowest 
possible speed over the final yards of your approach. If you struggle, 
consider consuming food or equipping armor that confers a stealth 
effect. Once you mount the horse, press (B repeatedly to soothe it. 
You might need over two circle's worth of stamina wheel to prevent 
: the animal from throwing you aside; use food that restores stamina 
wear, goat butter, and oane sugar, : if required. Once it is calm, take it back to the stable to register it — 
and, incidentally, gaze in awe at its stats. You can now speak to Toffa 


P_Eruitcake: two or three pieces of fruit of different varieties (for 
example, an apple, a mighty banana, and a wildberry), tabantha 
wheat, and cane sugar. 


P Monster cake: monster extract (available from Kilton, or as a gift 
from a traveler assailed by monsters in Hyrule Field), rabantha 


Cook either of them for Gotter and he will reward you wich a silver 
rupee, Prepare and deliver the other cake to obtain another silver : again while riding the horse to receive your reward: the royal saddle 
rupee if you wish. Note chat 'Tabantha whear, goat butter, andcane _ » and royal bridle. 

sugar can all be purchased at Rito Village. 
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Link must have the flame guard effect active to survive ín the harsh and 
unforgiving, Eldi jon. Level Ì is sufficient on the road leading to 
Goron City, but you will need Level 2 flame guard when you venture 
further into the territory, To enjoy complete protection against fre, you 
upgraded at 


}__ will need to wear the complete flamebreaker armor set 
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Speak to Kima at the Southern Mine. He needs you to catch 10 Fireproof lizards are relatively common in the Souchern Mine area: 
fireproof lizards. look for them in rocky locations, such as the cliffs and ledges above 
| the positions where the miners dig during the day. When you spot a 
Í lizard, make your approach while crouch-walking to avoid starting, 
it. Once you meet the specified quota, Kima will reward you wich 
the famebreaker armor — a piece of chest armor that grants the 
flame guard effect. After you complete the quest, Kima will buy 
every three fireproof lizards that you bring to him for 20 rupees, 
though we suggest you keep them for other purposes, particularly 
armor upgrades. 
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Speak to Fugo in Goron City. He needs 
you to defeat the Igneo Talus ar Darunia 
Lake, to the northwest of the settlement. 


Head to the northwest shore of Darunia 
Lake, directly west of the Isle of Rabac. 
During the battle, freeze the monster wich 
any ice-infused weapon or arrow to cool 
it down, force a collapse with a bomb, 
then clamber onto ies back to attack its 
weak point. Repeat this strategy until the 
creature has been defeared, then report to 
Fugo to obtain a silver rupee. 


ELD? 


BREATH 


Speak to Dugby, a young Goron soaking 
in the Goron Hot Springs during the 
day, a short distance to the southeast of 
Goron City. Understanding his awkwardly- 
pronounced words isnt easy, but you 
should catch enough to interpret thar a 
treasure is hidden somewhere between 
the Goron Hot Springs and the Bridge 
of Eldin. If you speak to him while is 
sleeping, he will give you an additional 
clue. 


Head to the top of the middle lava waterfall, | d 
on the way to the Bridge of Eldin. Youwill | 
find destructible rocks at the base of the 

small rock peak there. Shatter these with a 
bomb to find a drillshaft in a hiding spot. 


Report to Dugby to complete the mission. 


After completing the Divine Bease Vah 
Rudania dungeon, speak to Ramella, a 
Gerudo found in Goron City. She needs 
10 pieces of amber, which you will likely 
have in stock at this stage. If not, destroy 
ore deposits — which are plentiful in the 
region — until you meet the quota. She will 
pay you 500 rupees in exchange. After you 
complete this quest, Ramella will continue 
to buy your gems, 10 at a time. The gems 
she asks for will vary bur she will always 
give you more rupees than you would get 
by selling them at a store. 
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After Hudson has founded Tarrey Town 
(see page 232), head to the settlement's 


southernmost house. Standing by the open 


window outside ar night, from 10:00PM 
onwards, listen to the conversation between 
Ruli and her husband Hagie. This will officially 
trigger the quest. 


If you have yet to meet Kilton, head to the 


small island thar corresponds to the left “eye” of 
Skull Lake, in the north of the Akkala region, 
in the evening. Once you have introduced 
yourself, chis unusual vendor will sell you 
monster parts. His shop will subsequently 
appear on the outskirts of all main villages 

and towns, but only at night (see page 342). 


Warp to a settlement at night; we'll choose 
Kakariko Village in this instance, where you 
can find Kilton on the souch shore of Lantern 
Lake, above the village. Sell a few monster parts 
to earn at least nine “mon,” the shop's currency, 


then purchase some monster extract. 


Using any cooking pot, prepare a dish 
comprising monster extract (purchased from 
Kilton), tabantha wheat, goat butter, and cane 
sugar (all sold at Rito Village's general store). 
This will lead to the creation of a monster cake. 
Give this to Ruli back in Tarrey Town, and speak 
to her one more time to complete the mission 


and receive a gold rupee. 


After Hudson has founded Tarrey Town (see page 232), head to the 
village’s west side and speak to Hagie. He will give you a silver rupee 
in advance, and expect you to eliminare two Guardians in the Torin 
Wetland, directly to the west of Tarrey Town. You can actually glide 
directly there from Hagie’s position. 


investigate the owner of the Fang and Bone shop. 


Speak to Jana at the South Akkala Stable during the day and give 
her an armoranth — a plant that grows in the Akkala Highlands. 
The nearby Torin Wetland is a good place to search. When she asks 
you why you came here, answer either “Tm a traveler” or “Tm just 
wandering.” 


Both specimens are Guardian Stalkers, which can be hard to manage 
simultaneously. Choose one and atrack it when it is far from the other, 
ideally by perfeet-guarding to destroy it wich its own laser beams. There 
are also a few Decayed Guardians that may activate as you pass nearby: 
stay well clear of these to avoid any additional complications. Report to 
Hagie to receive the second part of your payment: a red rupee. 


If you have not introduced yourself to Kilcon yer, wait until che 
evening then head to the small island thar corresponds to che left 
“eye” of Skull Lake in che north of the Akkala region. After Link has 
met him, Kilton will sell monster parts from stores situated on the 
outskirts of all main villages and towns — bur only at nighe (see page 
342). Take a picture of him with the camera from up close, then 
show this to Hoz to receive a silver rupee. 


Speak to Gleema, Jana's lictle sister, who can also be found in the 
South Akkala Scable during the day. Once you have discovered her 
secret, speak to Jana again. Your mission is now to retrieve three 
types of insect. Note char these can occasionally be sold by Beedle, 
the wandering merchant found at stables. 


p_ Cold darners are relatively common in the Tabantha Frontier 
and Hyrule Ridge regions. 

b_ Warm darners are found in the Akkala Highlands and Hyrule 
Eield regions. 


p_ Electric darners are usually encountered during rainy weather ín the 
Gerudo Desert (look on the hills ar the base of the Wasteland Tower) 
or on Thundra Plateau. 


Once you have all three specimens, speak to Jana, then Gleema, then 
Jana again to obtain a silver rupee as a reward. 


This chapter provides complete inventory lists and statistics, 
including parameters that are hidden in the game but can be of 
crucial importance. By learning how to make more informed 
selections, you can opt for the best possible equipment in any 


given situation. 


Aa 
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Äppep EFFECTS 


A number of items in your inventory can provide added effects when equipped or consumed. The accompanying table lists all possible buffs and describes the nature of their effects. 


Note that food-induced buffs that only last for a set duration do not stack. You can only have one such buff at a time and any new one will overwrite the last one, even if it's weaker (for 


example Level 1 attack boost replacing a Level 2). 


Stamina Restoration 


Eetra\Stamina, 


Fame Guard — 


ea Resistance Pee An ed scorching temperatures 


Cold Resistance Prevents damage from freezing temperatures 


Shock Resistance 
Af _ Movement Speed vp 
&____Night Speed Up 


Increases your movement speed 


Increases Ponne speed at right 


nets ur weapon attack damage by 20% Lesl », 30% (Emel >), 
or 50% (Level 3) 


Attack Up 


Í hens your delers by á (level D. 2 (level De or 24 (level: Dn 
reducing damage from enemies 


Increases your mov ement speed y vil le climbing 


Í Increases your stealth capabilities 


Sand Travel Mannie your. normal movement speed on mand 


Snow Travel Í Mai wains your ur normal movemen peed « on deep Snow 


ÄRMOR 


Link's armor determines how well he resists damage. It can also provide added effects. In 
this section, we reveal all the details for all armor parts. Each piece is covered in a dedicated 
data sheet, which offers the following information: 


P Defense: The numerical defense value of a garment (**£). The higher Link's armor- 
induced defense stat is, the less damage he will take from enemy attacks. 


P_ Sell price: How many rupees you can get by selling each item. 
P> Body part: Whether the piece in question is designed to protect Link's head, chest, or legs. 


INDIVI IDUAL PIEC 


CHAMPEON'S PU ae 


Sell Price: 


Octorok Tentacle x Higheail 1 ard x 10 


le R Octo Balloon x5, Swift Carrotx 10 


Octorok Fyeball x 5, Em x 5 


Kd Naydra's Scal 


Swift Violet x 15 
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| Iner ses your ODE speed while swimming 


Swim Speed Up 
Swim Up Waterfalls | mies you wo; swim up waters 
Spin Attack 


Swim Dash Stamina 


Guardi jan Res 
Ancient Proficeney 


| erase camage inf ed vin weapons Be ie are en Guardian ype 
Stal Lure 
' Charge ak Stamina up 
Climb Stamina Up 


| tmereass the spawn rate of Stal „monsters Í 


Reduce 


In consumption when performing charged men 


mina consumption Ren climbing 


Fireproof 
Unfreezable hi | 
Unshockable 

d Lightning Proof 


Master Sword Beam vp 


Bone Atk. U ‘inereuses damage mfieed with bone weapons 


Frabies youto »walkincogrio among monsters of the comsponding vpe 


P Added effect: Any special effect triggered while the armor part is cquipped. 


[> Set bonus: When you upgrade the three pieces of a set to Level 2 (str), wearing the 
full outfit provides an additional secret special effect. 


P> Availability: How/where the item can be obtained. 
P>-_ Upgrades: This reveals the materials you need to invest to upgrade an armor piece via a 


great fairy, and the defense value obtained as a result. The more fountains you have visited, 
the greater potential you have for upgrading your outfits. Turn to page 326 for details. 
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| Sell Price: 
Bady Part: 
| added Effect: 


Í 
Î 
Í 
Í 
Í 
L 


Set Bonus: 


Availabitiey: Í 


Body Part 
| Added Bfiect. 


Set Bonus: 


1100 


INDIVIDUAL P 


ä 


Seit Pri Sell Price 


Body Part: Body Part: 


| Added Effect: [Heat Re 


Set Bonus. 


quiel À 
Rubyx 2, Flint x 3 


Ruby x 4, Flinrx 3 


Ruby x 6, Star Fragment x 1 


Sell Price: | 


| 
Í 
Í 


Body Part Body Part 


Added Effect: 


| Added Hffec: | Added Fflect 


Set Bonus: Set Bonus: Set Bonus: 


Ávailabilie Availability 


Availability: Hewel ler: Gerudo Town 
L 


Silent Princess x 1, Star Fragment x 1 


WE stereo 2 sar raemenix2 
Ek | Silent Princess x 3, Star Fragment x 3 
[Ake l Silent Princess x 4, Star Fragment x 4 


Sapphire x 4, Flint x 3 


Sapphire x 6, Star Fragment x 1 


Sapphire x 10, Star Fragment x 1 


® ADDED EFFECTS 


| sell Price: ne E | selpice aen BA | selPrice 8 RE 
| Ï Í | 5 | @ ARMOR 
|__Body Part: d E Í {_Bady Parr }__Body Part: ' 

Added Effect: | in Disguis | 8 Added Effect izalfe 3 jl E Added Effect: 


Set Bonus: za j_SetBoous: | Set Bonus: 


Í 


Availability: } Kilton's Monster Shop 


Defense 


Body Part 
| aaded Effect; | Arad En } 4 sffee | added Effect: 
ok Be) 


Ì 
| Set Bonus A Sc s: IC ‚ Stamina Ì_ Set Bonus: 


Avatlabiey: Tu Kaloh Shrine il jac | |_Araitablliey 


Lvnel Horn x 3 Lynel Horn x 3 Lynel Hoen x 3 


Lynel Horn x 5, Lynel Hoof x 5 3 Lynel Hoen x 5, Lynel Hoof x 5 Lynel Hoen x 5, Lynel Hoof x 5 
Lynel Hoof x 8, Iynel Guts x 1 Iynel Hoof x 8, Iynel Guts x 1 Iynel Hoof x 8, 


{ynel Guts x 10, Shard of Dinraal’s Horn x 1 Shard of Farosh's Horn x 1 


| Sell Price Jelense Ï | |_ Sell Price: 600 
| 
í 


Body Part: | ÍChest — E Body Part 
ded Effect 


Re Wing x 3, Rushroom x 3 S 
lectie keese Wing El 5, Llighrail izeed 5 5 | % Lek Blectie dense Wingx5, High lizard x5 
k Ice Keese Wing x5, Hot-Footed Frog x 10 Hi | lk) Tee Keese Wing % 5, HotFoored Frogx 10 3 
Fire Keese Wing 5, Sw Violet x 20 ri kn Fire Keese Wing x 5, Swift Vloletx 20 


| SellPrice: | |_ Sell Price: | Sell Price: 
Ì 

|__Body bar: ÎHe |__Body tart Ì_Body Part: 

| added fee | added Efiect ‚Added Effect: 


| a Î in 

ie Í í 

|_ Set Bonus: £ Set Bonus: { ì_ Set Bonus: 
| 

í 

Ì 


Availability: ! itabil Availabiliey: | 


ARMOR SETS (CONTINUED) 


DESERI VOE HEADB AND 


Added Fffect: 


Sell Price: 
| Body Part: 
added 

Set Bonus: 


Availability Goron Cit 


Fireproof 1 ard x3, toblin Hom x 3 
MN eet etten 
Fed Smotherwing Buri iN Moblin Guts x Ea 


Ì_ Sell Price 
j_ Body Part: 
| Added Rffect: 


Set Bonus: 


Selì Price: {125 
Body Part: | Head 
| Added Effect 


Set Bonus: 


Ancient Screw x 5, Ancient Spring x 5 
Ancient Spring x 15, Ancient Gear x 10 
Ancient Shaft x 15, Ancient Core x 5 


Star Fragment x 3, Giant Ancient Core x 3 


Self Price: 
Bady Part: 
! Added Bffeet: 
Ser Bonus: 


Avallability: | Unlocked by corresponding amiibo 


Required Materials erk 
Sapphire x 1, Star Bee 1 


Sapphire x 3, Star Fragment x 2 
Sapphire x 5. Star Fragment x 3 
Sapphire x 10, Star Fragment x 4 


Body Part: 


| aded Effect: | Heat Resistance 


Detense 
Body Pa 
Added Efe 
Set Bonus: | Fireproof 


En ard ô, Moblin Homx3_ 


LAS Fireproof Lizard x 5, Moblin Fang x 5 


Smotherwing Butterfly x 5, Moblin Guts x 3 


Body Part. {Chest 


Bocy Part: {Chest 
| Added Rffect 


Ancient Spring x 15, Ancient Gear x wo 
Ancient Shaft x 15, Ancient Core x 5 


Star Fragment x 3, Giant Ancient Core x 3 


| sell Price 
Body Part 
Added Efle 


Set Bonus: 


pale x1, Star Fragment x 1 
Sapphire x 3, Star Fragment x 2 
Sapphire x 5, Star Fragment x 3 


hire x 10, Star Fragmentxá 


Body Part: : 
} Added Effect: 


w ite Chuchu Jelly x 3 

Whi : Chuchu Jelly x5, lee Keese Wings 
lee Keese Wing x8, ley Lizalfos Tail x 3 

(ey Lalfos 7 x 10, Sapphí sh, 


Sell Price: 
Body Part: 
Added Effeer: 


Set Bonus: 


Availability: Ur 


Required Materials 


Hinox Toenail x 5, Farosh’s Scales x sl 
Hinox Tooth x5, Farosh' 's Claw x 1 


Hinox Guts x5, Sracd of Farosh’ s Fang ie: in 


Sell Price: 
Body Past: & 

} Added Effect: } Flame Guard 
Set Bonus: 


Sell Price: 
{_ Body Parr: 
added Effect 


Set Bonus: 


Availabiliry: | 


set provides its heat resistance bonus even with no upgrade. 


Ï Sell Price. 
Í Body Parc: 
| Added Elfeet 
| Set Bonus: 


Availability: 


3 Required Materials 


Ancient Serew x 5, Ancient Spring x 5 
Ancient Spring: x 15, Ancient Gear x 1 0 
Ancient Shaft x15, Ancient Corex 5 


Star Fragment x3, Glaar Ancient Core x 3 


Sell Pele: + 


Adder ed Rflect 


Set Bonus: ; Master Sword Beam 
Availabiliey: 


elen 


Sapphire x 3, Star Fragment x 2 
Sapphire x 5, Star Fragment x 3 
Sapphire x 10, Star Fra 


E 
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Sell Price: Sell Price: f |__ Sell Price 


| 
í 
| 


Body Part: {Head Body Parr: 


5 Body Part | 
/ 5 | 

Added Rffect: | a Added Effect j Added Effect: | 
: 5 í 
Ï 
Ï 


Set Bonus: Set Bonus Set Bonus: 


Availabsilie LE ï 
Í 


Amber x 3, Star Fragment x 1 ‚Star Fragment x Ì 
Amber x 5, Star Fragment x 2 Amber x 5, Star Fragment x 2 8 1 Stal 
Amber x 15, Star Fragment x 3 tar Fragment x 3 


Amber x 30, Star Fragment x 4 


@ 
Sell Price | Sell Price 
Body Part: | Body Part: 
Added Effect: | Added Effect; | 
Set Bonu |_ Set Bonus: í 
Ì Availabiliey: } |_ Availabilieg | 
_Required Materials En me Required Mater s 4e B Defense 
Topaz. 1, Star Fragment x 1 5 
35 Topaz x 3, Star Fragment x 2 8 
Topaz x 5, Star Fragment x 3 Topaz x 5, Star Fragment x 3 12 
Topaz x 10, Star Fragment x 4 Topaz x 10, Star Fragment x 4 
nn } ® ARMOR 


Body Part | |__Body Part: 


Set Bonu: a 5 Set Bonus: 


Added ffect Ee Î sr E | | Added Bffect: 
Set Bonus: Í 
| 


|_ Availability: Availability: } Side Quest: A Gift from the Monks 
í EE ge DEN 
Acorn x 10, Farosh’s Scale x 2 Acorn x 10, Naydra's x 4 inraal's Scale 
[dk | Courser Bee Honey x 5, Farosh's Claw x 2 Courser Bee Honey x 5, Naydra’s Claw x 2 Lak Courser Bee Honey x 5, Din 


Energetic Rhino Beetle x5, Farosh's Fang x 2 Energetic Rhino Beetle x 5, Naydra’s Fang x 2 18 BER tnergetie Rhino Beetle x 5. Dinral's Fang x 2 


E SROI WEN 
Î Sell Price: } 
| 
| | | 
| Added Effect 8 - } Added Effect: 
| Set Bonus. st dj | Master $ | _ Set Bonus: 


Availabiliey. } Unlocked by corresponding at ailabili | | Availability 


Peter 
Opal x 3, Star Fragment xl 
MEE | 
Ee Opal x zo, Star Frarment es : 4 Opal x 10, Star Fragmentx 3 
kene] Opalx 20, tar Fragment x4 E nl Ù Opal 5 20 Star Fragment x á to 


Opal x 5, Star Fragment x 2 


| yv he: | Body Part: 


| Added Effect: | Added Ff 


Set Bonus: 8 J }_Set Bonus 


|_Avallabtlig: | 


Ruby x 1, Star Fragment x 1 ‚Sta y tar Fragment X Ì 


nn Ruby x 3, Star Fragment x 2 yx 3, Star Fragment x 2 


Ruby x 5, Star Fragment x 3 Ruby x 5, Star Fragment x 3 


Ruby x 10, Star Fragment x á Ruby x 10, Star Fragment 


Sell Price: 


Detense 


Body Part: 
| Added 


Set Bonus 


Availability: } Shop: Hateno Village 


Shop: Hateno Village if 


Bokoblin Horn 


RER vi Bokoblin Hoen x 5 
Bokoblin Hoen x 8, Bokoblin Fang x 5 


Bokoblin Horn x 5 
é Bokoblin Horn x 8, Bokoblin Fang x 5 Bokoblin Horn x 8, Bokoblin Fang x 5 
Bokoblin Fang x 10, Bokoblin Guts x 5 Bokoblin Fang x 10, Bokoblin Guts x 5 


Bokoblin Guts x 15, Amberx 30 EN 


Bokoblin Fang x 10, Bokoblin Guts x 5 
Bokoblin Guts x 15, Amber x 30 


ARMOR SETS (CONTINUED) 


| Sell Price: 
Body Part 
Added 


Set Bonus: 
Availability. 


dee 


Luminous Stone x 5, Bokoblin Guts x 3 


Luminous Stone x 8, Moblin Guts x 3 


Luminous Stone x 10, Molduga Guts x 3 


Body Part: 


| Added Effect: 


fi 
Set Bonus: | Uns 


Availabilit 


Yellow Chuchu Jelly x3 


Yellow Chuchu Jelly x 5, Voltfruit x 5 


Zapshroom x 5, Yellow Li 


TE HIADDRESS 
Body Parr: Û 
| Added Etec 


Set Bonus: | nfreezable 


Availability: Íshop Rito Village 


Red Chuchu Jelly x 3 
Red Chuchu Jelly x 5, Warm Safflina x 3 


e Wing x 8, Sunshroom x 5 


Chuchu Jelly x 5, Bokoblin Guts x 3 Î 


Le Keese Wing x 5, Moblin Guts x 3 


Sell Price: } 


Body Part 


Set Bonu: 
Availability: } Shop: Kakariko Village 
Required A 
Blue Nightshade x 3 
Blue Nightshade x 5, Sunset Firefly x 5 Ee 
Silent Shroom x 8, Sneaky River Snail x 5 ME 


9 
Hearty Blueshell Snail x 10, Silent Princes s KG 


Sell Pric 
Ì__Bady Part 
\ Added Effect 


Set Bonus: 


alfos Horn x 3 3 : 
(kk Lizalfos Talon x 5, Hyrule Bass x 5 
Lizalfos Tail x 5, Hearty Ba 


er] 
BE eo on 


Yellow Chuchu Jelly x 3 
Yellow Chuchu Jelly x 5, Voltfruit x 5 


|_ Sel Price 
| 


| Added Effect 


Availabilicy 


at 


Luminous Stone x 5, Bokoblin Guts x 3 
Luminous Stone x 8, Moblin Guts x 3 
Luminous Stone x 10, Molduga Guts x 3 


Luminous Stone x 20, Lynel Guts x 3 


Body Part 
t Added Eftect: 


Set Bonus: { Unshockable 


Availability | Toh Yahsa Shrine 
í 


Zapshroom x 5, Yellow Lizalfos 'lail x 5 
Yellow Lizalfos 


| Added Elect: 
Set Bonus, 


Availability: 


Red Chuchu Jelly x 3 
Red Chuchu Jelly x 5, Warm Safllina x 3 


Seil Price: 
Body Part 
Added Effect. 


Set Bonus: 


Availability: 
-d Maters 
Chuchu Jellyx 5. Bokoblin Guts x3 
Keese Wing x 5, Moblin Gusx 3 al 
Lizalfos ‘Tail x 5, Hinox Guts x 3 


Lynel Guts x 2 


el 


9 
16 


Availability + Main Quest: The Divine Beast Vah 


Body Part 
| Added Effec 


Set Bonus 


| Availability: 
EOL 
Luminous Stone x 5, Bokoblin Guts x 3 
Luminous Stoac x 8, Moblin Guts x 3 
Luminous Stone x 10, Molduga Guts x 3 


Luminous Stone ynel Guts x 3 


{_ Sell Price: {600 
| Body Part: Legs 


| Added Effecr 


Yellow Chuchu Jelly x 5, Voltfrait x 5 
Zapshroom x 5, Yellow Lizalfos Tail x 5 
Yellow Lizalfos Tail x 10, Topaz x 10 20 


SNOWOLILL EROUS 
Sell Price: {140 | 
Body Part 
Added Effect 


Red Lizalfos Tail x 10, Ruby 


Chuchu Jelly x 5, Bokoblin Guts x 3 


Ek Keese Wing x 5, Moblin Guts x 3 


Lizalfos Tail x 5, Hinox Guts x 3 


|__Body Part 
Added Effect 


Set Bonus: 


Delense 
Blue Nightshade x 3 - 
Blue Nighrshade x 5, Sunsct Firefly x5 
Silent Shroom x 8, Sneaky Riser Sail 5 
Hearty Blueshell Snailx 10, Silent Princess x 5 


Lizalfos Hoen x 3 


B Lizalfos Talon x 5, Hyrule Bass x 5 
[ke izalfos Tail x 5, Hearry Bass x 5 


WEAPONS 


WEAPON CATEGORIES 


There are three categories of weapons in Breath of the Wild, each with distinct strengths and 
weaknesses. 


ONE-HANDED WEAPONS 

One-handed weapons are excellent all-round tools. Though not particularly impressive in 
terms of raw power, they enable you to wield your shield simultaneously, making it easy 
to switch to a defensive stance on the fly. This is truly pivotal: in many battles, particularly 
when you fight an enemy that you are not perfectly familiar with, being able to draw your 
shield instantly often proves invaluable. 


TWO-HANDED WEAPONS 

The polar opposite of one-handed blades, two-handed weapons are slower and incompatible 
with shield usage: you must sheathe your blade with @ before you can block, which 
requires practice and sharp reflexes to achieve in the midst of intense battles. However, 

they are unparalleled in terms of brute force, and give you access to devastating, multi-hit 
charged attacks. With a robust two-handed weapon, you can make short work of practically 
all creatures in the game — including the fiercest sub-bosses. 


SPEARS 

Spears combine some of the traits of the other two categories. As with one-handed 
weapons, they offer relatively low raw power but a rather high attack rate; like cwo-handed 
weapons, they are incompatible with shield usage and must therefore be sheathed before 
you can parry. Their signature feature, though, is notably long reach. They excel when 
employed against elemental creatures where you have a pressing need to avoid physical 
contact, elevated adversaries such as Wizzrobes, or to hit targets that might otherwise be 
out of reach — such as the crystal on the back of a Talus. They can also be a very effective 
way to keep more agile or aggressive opponents at bay. 


Pemnenennmmnmnmsmmmmmmmmms 


_— ELEMENTAL WEAPONS —- 


Though.not blessed with reraarkable hitting power or durability, elemental weapons 
cause effects that are potent enough to warrant xt you carry at least one of cach 
type in your inventory at all times. 


p 


Î 
| 
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Flame weapons set their target ablaze, causing panic. They are instantly Jeshal 
against ice-imbued creatures such as the Ice-Breath Lizalfos 


Frost weapons freeze their victim, completely neutralizing them for a short 
spell, and leading to a 3x damage modifier for your next blow while they are 
stilf immobilized. These weapons are deidiy against Gre-imbucd creatures 
such.as Fire Wizzrobes. 


‚_ Pe _ Lightning weapons electrocute the opponents they hit, stunning them fora 
| brief time and causing them to drop equipped weapons or shiefds. 


Spears are potentialiy the most valuable of all elemental weapons, as their long | 
reach enables you to strike and inflict cheir effets from a safe distance. Frostspears 
are particularly useful: freezing susceptible targets will naturali halt their assault, | 
A highly efficient strategy is to tap an adversáry with a frostspear to apply is effect, | 
then switch to vour most powerful weapon to shatter the ice. This is enough to 
deny many enemies the abiliey to go on the offensive, white simuftaneousty reducing 
overall weapon duzabilier loss — the combination has very low overheads. 


ras Waer 
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DAMAGE CALCULATION … eenn 


By default, your attacks deplete a target's HP by an amount that corresponds to your 
weapon’s power value. À sword with a power of 10 will remove 10 HP from your opponent's 
health bar. The champion's tunic reveals the total hit points for each enemy you fight. 


With Link, his armor-induced defense stat is subtracted from the total attack value. Each of 
his hearts is equivalent to á HP If Link has five hearts (5 x 4 = 20 HP), a defense value of 2, 
and he sustains a blow with a value of 12 damage, he ends up with two-and-a-half hearts: 
20-(12-2) = 10 HP = 2.5 hearts. Certain attacks inflict extra damage, as listed here: 


Critical hits: damage x2. 


Thrown weapons: damage x2 

Sneakstrikes: damage x8. 

Shock attacks: damage +20. 

Freezing attacks: damage +10 (instant death on fire-imbued creatures). 
Ice-shattering attacks: damage x3. 


Fire attacks: damage +10 (instant death on ice-imbued creatures). 


VNV Mat WM 


Upgraded bombs: damage x2 (24 instead of 12 per explosion). 


WEAPON BONUSES & DATA SHEETS . 


As you progress in the adventure and cause enemies to “rank up” (leading to the appearance 
of archetype variations identified by their different colors), you will start to regularly obtain 
better weapons and weapons with unique bonuses. This applies to both enemy drops and 
weapons found in treasure chests. 


ARMOR 


WEAPONS 


The data sheets on the following pages reveal not only the base stats for all weapons, but 
also the nature of their possible perks. 


ATTACK POWER 


P> Base: The base damage you inflict with a weapon. 


P Bonus (rank IL; %; rank II: ”%): A flat value added to the weapon’s base attack power. 
Each bonus is randomly determined in a minimum-maximum range. For example, a 
royal broadsword (base power 36) with a rank-1 bonus (6 * 12) will have an attack value 
anywhere between á2 (36 + 6) and 48 (36 + 12). 


DURABILITY 


P 


Base: The base durability of a weapon. Every hit against a target or solid object lowers Í CODKEN FOOD 
this value. When it reaches 0, the weapon will break. d 


p 


Bonus (rank L: ©; rank IL: ©): A flat value added to the weapon’s base durabiliey. As | JX 
with attack power, each bonus is randomly determined in a minimum-maximum range. 


THROW DISTANCE 


P> Base: The distance in meters over which a weapon can be thrown. 


P> Bonus ( £*) : A multüplier randomly determined in a minimum-maximum range that 
increases the distance over which the weapon can be hurled. For the few weapons that 
cannot be thrown (such as the Master Sword), our data sheets reveal which alternative 
effect they offer instead. 


AVAILABILITY 


A list of locations where each weapon is most commonly encountered. Keep in mind that 
these are not exhaustive: you may also find them in other locales. 
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Attack Power Durdbiliy 


Gs Bonus 
Gs Bonus 


}_ Hyrule Field, West 
Necluda (cut smal! 


| Great Hyrule Forest, 
}_Hyrule Field, inside the | 
h Labs 


SPRING-LOADED HAMMER 
Attack Power Durabilie 
8 Base | 
| 4 Bonus 
Áe Bonus | 


Effect Weapon thrown, 
{ f {Base 
|_Bonus | _x15 » x2 Es Pd Bonus | _x15 » 2 


| Í S 3 Basc |_26 | Base | 
Gi Bonus Î | 4 Bonus 136 | KS Bom Ì { 1% Bonus Hen @; Bonus Í 
Bonus 169 Bonus | 


ES 
| © Bonus Î Í # Bonus 5 7 ril % Bonus | 3 6 


Effect Weapon thrown} 


f Hyrule Field, West Î y Field, ie | Gerudo Desert, 
Base Í ĳ H 


‘Tabantha Frontier 


B EOREST DWELLEE'S SWORD 
t Power Durabiliry 
zl Base | 
| 4 Bonus EE rá| @i Bonus | 3 > 
{5 Bonus | 5 » 8 | © Bonus 


| 
esn Hyrule Forest, ; ee Lanayru Great Spring, | 
Hyrule Field Ì | Fast Necluda 


on ie DO SCIHMIE N MOONLEGELE SCHMEI 
Durabsility d Artik Power Durabiliny 
| | Base | asc | de | E Í e Base | 
| RA Ra Ld | 2% Bonus d + 5 | | í 4 Bonus Cà Bonus 
% Bonus | 7 s | 2% Bonus | Ï s | | F__| s% Bonus @ Bonus | 


| Gerudo Highlands, Í he | Gerudo Highlands, 
Gerudo Desert Î F == Gerudo Desert 


SCIHMELAR OR THE EIGHTFOLD- BLADE HORT SWORD 
Attack Power Durability k Durability IN Dun abiht 
Í Base | | J | Í ï 
EZ Bonus | s 1 Í s & Bonus 
Î 


| 4 Bonus LG wi0 | © Bonus | 13» 30 Ï Ï s {7 s | 3 Ä P27 | Bonus | 
| Efiect crown; Reward for clearing d apon thrown) …— }_ Effect ‚Weapon thrown 


| Basel ees | | Aaa Ancient Tech Tab | 


FY-BROADSW 
Attack Powee Durabilig | A hoy Daebilige 
| | | e Buse | 24 
| 2% Bonus Ss | 14 Bonus s | 8: 5% Bonus Gi Bonus 
|_£ Bonus Í S 14 Bonus Î 3 Gi Bonus 


}_Hyrule Field, Eldin 
Canyon, Hyrule Castle 


PROSTBEADE E ile NOERBE AL 3E 
Durbilie Í ! ‘ ursdblig 
Base | ; | as À 4e er Base 
® Bonus 2 85 s Í | 5 1 ® Bonus 
® Bonus | Î B 


Gerudo Highlands. H Coliseum Ruins, West 
{ Coliseum Ruins Í F Necluda 
Bonus; _x1.5 P x2 


SWORD SEABREEZE BOOMERANG RORO OLED 
Purabitiev k Peo iratalin tek Porn Hyeabities 
Base 5 Í í Base | , 
Ge Bonus | 3 E 4 Bonus p7 | @ Bonus Là 24 | 5 Bonus 
Gs Bonus | | 5 Bonus | 8 © Bonus 1Ó | {5% Bonus 


Effect {Weapon thrown | Í fleet | Weapon 
Repo Unlocked by Hi Rd Unlocked by Í Hyrule Field, West 
Í ese amiibo ea: Necluda 


Lie AL de OMERANG 


Dral 


B Bonus Ee ril are Gi Benus LZ ä | 6 Honus | 
| Ge Bonus | ie Í fi 4 ij @ ; É $ 1 Â Bonus | 


ik 


Faron Grasslands, East } Lake Hylia, Lanayru 


Necluda 


Bonus | Wetlands 


QNE-HANDED. WRAPONS (CONTINUED) naren eenen de ae na ZELDA 


ENZ 


E FORKED BOOMERANG H BOA ERBOOMERANG nen GOARDIAN SWOED 

p : Antack Duarabily | Atrack Paw Durabiliey OGUÜCKSTAKT 
ï Base | Base |__27 | Bas Ì 5 
kj 2% Bonus | Gs Bonus í 2% Bonus | 
Î | 


| 5% Bonus | 13»24 | % Bonus | 7 seal 2% Boous | 6 > 9 


Effect We throw: 
ee [SaPan Hebra Mountains, || 
Akkala Highlands 


Ps Bonus 


[_# Bonus | Ì_@ Bonus 


}_Effect ‚Weapon thrown , 
{Base 
j Bors 


Ï 

| Gerudo Desert, 8 

4 Tabantha Frontier | í 
J 


NEL SWOED 


Darabilin d 


$ Base 
35 d iT & Bonus sí Á Bonus 
si 6 >9 | ® Bonus ER Í Í s/ Bonus 


Dropped by Guardian 
„eee HL 


FIRE ROD 


Attack Power Durability 


Base | 
% Bonus | 
sf Bonus 


2% Bonus | @ Bonus | 
| Á Bonus | 12»21 | & Bonus j 


Gerudo Highlands, 
— Great Hyrule Forest 


RROD 


Durapilin: 


ST Bonus 


5 Bonus Gs Bonus Í p : | 4 Bonus Í 
| @ Bonus | 8» 16 | 


Í ‚À Bonus i ® Bonus | > 7 Í K s% Bonus | 


3 fire balls} Wi tl li ï É Ee | Effect | | Gerudo Highlands, 
en Crenel Hills, Hebra {+ He Í Gerudo Highlands, E Í Hebra Mountains, 
ï 
i 


Houan us Se 5 GEDE ee __{ Bonus) __-»- | Crenel Hills WEAPONS 
LIGEEENING ROD Í THUNDERSTORM RO RO OUSSICKIE 
Dueabiliey | Attack Power Durdbikity Attack Power Durability Î Shit 


Base |_14 || ! Base | Kea Base Í Base | Base |__1á \ 
@ Bonus ke | 4 Bonus | ®s Bonus Í 1% Bonus | 


Í s Í 8 ‚% Bonus | % Bonus p 16 | #* Bonus 


ed C renel Hills, Hyrule — Dropped by Yiga 


3 electric balls Î Eftect ge thrown} 
| Footsoldiers 


EEA 


Attack Power 


Base 
| ® Bonus 
G Bonus Ei 


Base } 
Í 2% Bonus L 
{ 2À Bonus | 


7 elá 


| A Bonus | 1»5 | @& zom LEES] 
|Z Bonus TE 8 | @ Bonus | 
Effect Weapon thrown 


î Ì 
| ass Dropped by Sralizalfos BRR 


Rffect |Weapon thrown} 
Bast 
„Bonu 


Dropped by Yiga 
ee 


Ô 
Ô 
| 


KOROK LEAF FARMING HOED … BOAT OAR 


Durable H Attack Paver ld Attack Powe Durabis MRE E, 


+ Bonus L Ì PA Bonus 


% Bonus | 15 ' <Â Bonus à 


Effect } d gu 
Base 
{ Bonus 


Hyrule Field, West 
Necluda 


WOODGCETEERS ASB 
Attar Ducis 
Base 


1 Base 
| 4 Bonus 2»3 j @ Bonus | 


A Bonus L 9 r16 8 Ji Perú ® Bonus 


| 


|_#% Bonus | 17 ® Bonus Í Í Gs Bonus 
Rffect | Weapon thrown | Effe , 
| 


| Í 
| B Highlands, Tanagar 
| | Canyon Course 


ORT 
Duvabilie 
! tE ï e | Ì Base 4 
1 2% Bonus 6» 8 i | 5 HI | 2% Boou 
|A Bonus £ : [55 Í Í us 5 | 5 Bonus 


== Hyrule Field, Faron 
Grasslands 


| West Necluda, Hebra | n Ee. Hyrule Field, West 
Mountains 8 Neeluda 


GOlVER LOD 

Duradsilus ach Power : Attack Power 
Base Buse | 
| % Bonus | 2 Bonus | 
| @ Bonus | 2 Bonus 


| Base } Í Base 
| Bonus Gs Bonus 
| Bonus 


| 
ha 


Î 


Gerudo Desert, Ï Í 
hrs ! ‘Tabantha Frontier, 1 Base | 
Bonus f ee Hi ons Hyrule Castle Í {Bonus 


$_Lanayru Great Spring, | 
d Lanayru Wetlands { 


í 
Ï 
ï 
ï 


ED) 


WO-HANDED WEAPONS (CONTINU 


Base 
® Bonus 


Ì A Bonus | 10» 17 | % Bonus 


Effect 
Base 


Bonus |_xl. 15» x2 


Base 
Gs Bonus 
| ®: Bonus | 


EIGHTEOLD LONGBLADE 
Purabiliee 

d Base | 

Î ops Bonus 


Afrack Power 


& Bonus 
Î & Bonus 


í SA Bonus 
s# Bonus 


| Effect We thro 
=| Gerudo Highlands, 5 ed 


Ì Hyrule Ridge 


Gs Bonus 
| &% Bonus 


Gi Bonus 


“7 Bonus : 


vn | 


AL 


Í 
H Durability 


5 Bonus En 
Yi Bonus 


Ì Á Bonus | 
{_/ Bonus 


Coliseum Ruins, Eldin 


Canyon Mountains 


Attack Power 
Base }__50_ { 
A Bonus | 5 »10! 
Ì Bonus 


i Â Bonus j 5 >10 | © Bont 
Ï de, \ ii» 19 | © Bonus 


Effect | 
Effect Ve enen | Unlocked by fect | Weapon thrown 


Bn 2 corresponding amiibo | 


SPIKED BOKO BAT 


Attack Power 
Base | 
»% Bonus 
| :% Bonus 


hi 
Hyrule Field, West eapon. rown} 


Necluda 


he 


Kr Bonus 
S Bonus 


Hyrule Field, Akkala 


Highlands 


LUNA BAEELE AXDE 


Power 


 oropped by Guardian 


Scout IL Scout II 


—j West Necluda, Lanayru 


Great Spring 


—j Hyrule Field, Eldin 
Canyon, Hyrule Castle 


BIGGORONS SWORD 


Durabilitv 


Base 60 
@ Bonus | 
1>19 | © Bonus | 3 


Unlocked by { 
rn! corresponding amibo | | 
Î ÏL 


Durabitey 


Dropped by Guardian 


EDGE OE HARREN 


rabilitv 


1 EN Bonus 
„Z Bonus 


| Hyrule Field, West 
Ben Nectuda 


{_Bonus 


KONAL GUARD'S CLAYMORE 
A Durabilit 


Power 


Í Base 
{ ‚ Bonus 
Î ,Á Bonus 


! 25 Bonus 
À, Bonus 


ORIERGE 


Attack 


| > Bonus 
À. Bonus À 


Unlocked by 


EE comesponding amiibo 


Bonus | 


hik INK BOKO BAL 


Du 


| s% Bonus ; 6 Sn KN Bonus 
“7. Bonus 


{ 5 Bonus | 15» 


==} Faron Grasslands, Fast 


NDKAGONBONE MOBLN CLUB 
Durability 
Base |_ 
& Bonus 


Attack Power 


| 2E Bonus 
Ì Á Bonus 


Hebra Mountains, Eldin | 
M 


Ï 
| 
Í 
Mountains 


| % Bonus 
Ì Bonus 


| Bonus L_xt5»x2 


MIGEEIV LYNEL CRUSIIER 


Attack Power 


Hf Base } 

id L 

Î Ge Bonus 2 
| % Bonus 


5 »9| Gi Bonus 


fect } Weapon thrown 
Base 
Bonus | 


si Dropped by Iynels iel 
x1.5 » x2 5 


MOBLIN ARM 


Attack Power 


WINDG LEAVER 


Dropped by Yiga 
Blademasters 


Ss Borus | 6 12: 


i Dropped by Blue-Maned | | 


Durdbiling 


| @& Bonus í 
Cà Bonus 


2585 


} Maned Iynels, silve er 
Ì Lynels 


Harabiliey 


DER LEGEND GE 


BREATHEW Ib 


MOM CRARMERS PEFCHEORK. Í EESLIING HARPOON 
Dursbsilip Í Arto e cabik | Attack Power Ducabiliey 
| ee 5 | | s Base 
1% Bands 9 | 4 ) ®% Bonus [ 
| 4 Bonus 3 Ï [ Cà Bonus 


East Necluda, Hyrule 
ield 


B SOLDIERS SPE 


Ducabihiey i B: Attack Power 


A Bonus Ti Bonus H } 2% Bonus | 
% Bonus | 7 > Í & Bonus Î t Â Bonus | 


er West Necluda, Hyrule | | MEL: ee Hyrule Field, Faron ®: INVENTORY 
Field — { Grasslands £ 


mines S HALBERD 5 RONAE HALBERID 

Duritbiliey á Attack Power Durability 
Base il Í se (oel Base 
Ss Bonus Î | 4 Bonus L á > 6 ] ® Bonus | á » 
®: Bonus 8 | s{ 9 | ES Bonus | 7 Pil | ® Bonus F3 


FOREST DWELLERS SPEAR: 


Attack Power Durdbiliey 


»% Bonus | ár 7 


| 
| 
Î 
E 


Í | Î £ row, 
‘Tabantha Frontier, Í | % — Gerudo Highlands, 
Gerudo Desert Li Jd Tabantha Frontier 


Base | 
® Bonus 


2% Bonus 
” Bonu 


7 Es fi 
Lanayru Great Spring, |? Í LS Akkala Highlands, 
{ Lake Hyls | Lanayru Great Spring, 


WEAPONS 


LIGHESCALE TRIOEN TS DRILLSHA | B FEATHEREDS an 


Attack Pe wabe Attack Power 


Base j Base n: Î 
© Bonus 2 Bonus s é | 4 Bonus 
| >% Bonus { | 3 | | _% Bonus 


Eldin Canyon, Hebra | Î Mn nt ier, É 


nn 5 
Divine Beast Vah Ruta Mountains 


dungeon 


GERL DO SPEAR ee Í a bn ANCIEN ESPEAR 
Durahility E EH Attack Power È 
| Í Í Base |__ ' EL : 
2% Bonus ' 


Á Bonus 


Gerudo Highlands, 
Gerudo Desert 


/ RUSTY HALBERD Mi RONAL GUARDS SPEAR Ml st RLAMESPEAR 
| Durabilits ! Attack Poser uk Í É Attiek Power Dursbility | 
Î Base | Í : | 1 4 Ï : L_AMPOI 
Í | A Bonus @ Bonus Er sj | _ Ep Bonus | 5 10) Ci Bonus | 5 »9 


i 2% Bonus % Bonus | 1l»19 } © Bonus 


Hyrule Field, Great ED ER 4 } peter Coliseum Ruins, Hebra 


d 
ti 
Ô 
Hyrule Forest | 


EROSTSPEAR 
Attack} Durabis | t 
Base | il Î use ase Hen Ô | 
% Bonus Gi Bonus x | Bonus s | } | 2% Bonus 
| % Bonus | 9 »16 | S Bonus 3 | [ |_% Bonus 


Effect 
Base 
Bonus! 


Coliseum Ruins, Hebra_ | ha: =—{ Coliseum Ruins, Hyrule | 
Mountains Í 5 Ridge | 
í 


ERK BORG SPEAR Í ORAGEESBONE BORO SPEAR 
A Dorability IK: | Atack Power 
| Base 2 Base | 
| ;% Bonus © @ Bonus 
| »5 | $ Bonus | 


OMOBLEN SPEAR 


Attack Power 


Durabilirg 


Î PA Bonus 


£ £ Bonus 


El d Weapon thrown; 
Faron Grasslands, East {| É 5 É ROME Necluda Sea, Hyrule 


Necluda 


EMAIL SPEAR 
Durabiliry 
Base 
14 Bonus ® Bonus 
| _% Bonus © Bonus | 


Base 
@ Bonus 


few! 
— Hebra Mountains, Eldin 
—! Mountains 


289 


24 


SPEARS (CONTINUED) … …… …… bt eN AN ea PND: 
VREE SED LIZAL SPEAR EL FORKED LIZAL SPEAR | 


Attack Power Durabilie 


Durabiliy 


| Base |__2 Base | 
|A Bonus | 2 »3 | ® Bonus | % Bonus 
| 2 Bonus $P: Bonus {_ Bonus { 


let |Weapd 
| Gerudo Desert 
GEARDIAN BPLARS | ] GLARDHAN SPEA 8 ENE NEE 


Ducabilir Attack Power 


1 


Attack Power 


| Base |_ 15} Base 
Í À Bonus | @ Bonus 
| 2 Bonus &: Bonus 


: Base Base L _ 
ï 2 Bonus Ci Bonus | 5 
& Bonus | 


Hú Fe Bonus 


ropped by White- 
Maned Iynels, Silver 


SHIELDS : 


In this section, we offer the following information for all shields: 


P>_Durability: Every hir chat you block with a shield lowers its durability. When it reaches P>_Parry Power: The attack power of the shield with the parry command @8 + @). 


0, the shield will break. Note that the focused laser beams fired by Guardians can This has nothing to do with the efficiency of perfect guards. It is a simple measure 
destroy almost any shield with a single hit. If you are not confident in your abilicy to of the offensive power of a shield when used as a weapon with the parry move — a 
perfect guard, you should equip your least-valuable shield in such situations. feature you should generally avoid as it has very short reach, a very low attack rate, 


d it leaves Link exposed for a long time. 
P> Availability: A list of locations where each shield is most commonly encountered. En ne ken 


ORKELDS a es RES ol. va Bet der EE SE 


VOODEN | ÉMBLAZO 
SHIELD | SHIELD 


Party Power | Durability Paery Power Durabtliey Parry Power 


ANCSHERLD 


t Necluda, Hebra 
Mountains 


HENTERS KH i | LERS } SOLDIERS 
SHIELD | EEL | SHIELD | SHIELD 


Duwabsiliey Party Power | Durabilit Parry Power Durahility Parry Power 


} East Necluda, Hebra ii Í 


‚ Mountains ‘Tabantha Frontier, Hyrule Field ; 


Durabitite Pare Powér. 
DN BRE, | 


Hebra Mountains, Eldin, í | Hyrule Castle, Hebra IE 
Mountains 5 


BEELD. 


Durabilie Party Power 


Reward for clearing Divine 
Beast Yah Naboris dungeon 


Í Hyrule Castle, Hyrule Field, 
| Fast Necluda 


| Unlocked by corresponding | 
‚ amitbo 


yrule Ridge, Nechuda Sea 


vu ease or 


SH IELDS (CONTINUED) 


EIZAT SHIELD. 


BREKMUG WILD 


Durabitiev Parry Pon 


Î Hebra Mountains, Akkala 
| Highlands 


VALT 


GUARDIAN IER co [ EE In 
SHIELDE be 5 ï sKANEEs ih } : 


Parry Powe 


} Dropped by iynels 


Dropped by White-Maned 
Iynels, Silver Lynels 


BOWS “orron en 


The table here lists all bows in the game with the following information: 


P- Attack Power: The base attack power of the bow when you shoot an arrow: If the > Multiple Arrows: The quantity of arrows fired simultaneously by multiple-shot bows. 

arrow has its own power or if the bow has a power bonus, it is added to this value. You only consume one arrow per use no matter how many arc actually fired. Based on 
your progression, certain bows (particularly the multiple-shot ones) can be enhanced 
by the Five-Shot Burst bonus, enabling them to fire fivc arrows at a time. 


® WEAPONS 
> _Durability: Every arrow that you fire with a bow lowers its durability. When this 


value reaches 0, the bow will break. The base durability of bows can be increased by BS SHIELDS 
bonuses. P> Quick Shot: Certain bows can enjoy this bonus, enabling them to fire arrows in rapid 
P> Range: The distance covered by arrows fired by this bow before they start dropping nn ® BOWS 


under the effect of gravity. This is a vital parameter when aiming at distant targets, most [> Availability: A list of locations where each bow is most likely to be found. 
notably when taking part in mini-games such as horseback archery. 


BOW Beno o Ree AE ker Ee Pe 


FRAVELERS BE A SOD is BON 


it 


Hyrule Field, West Necluda 


TE DWELLERS 


}_Lanayru Great Spring, Akkala 
Ë | mi ighland: 


CREAT LAGER BOWT 


}_Tabantha Frontier, Hebra 
} Mountat 


30 


8000 


| West Necluda, East Necluda ked by corresponding 


}_ Hyrule Field, West Necluda [Eeen Grasslands, East Necluda | | H WA Spring, Lanayru 


201 


BOWS (CONTINUED) 


REENPORGED LIZALE BOW STEE ZALBOW En SEL BON 


Attack. Pe abil E% „ Attack Power Durability ek Pose 


MIGE LINEL BOW 
Attack f Purability 


TEER 


Multiple Areows 


Ducability 


Range 


Availabilie 


Quick Shot Kn 


| “Tabantha Frontier, Gerudo Í 5 }_Hebra Mountains, Akkala 
Desert E Pr an Highla 


aned Lynels 


}_Yiga Clan hideout, dropped by 
Yiga Footsoldiers 


Arrows have countless applications: not merely a great way to dispatch or stun opponents from a safe distance, they arc also used to solve many puzzles. It therefore makes sense to maintain 
a large stock of these projectiles at all times. Whenever you have an opportunity to purchase some, particularly in bundles, be sure to do so: the nominal rupee investment is well worth it. 
Blowing up wooden crates with bombs is also an effective way to regularly top up your anmo. 


Arrows with clemental or special effects are even more valuable than their standard counterparts. Their magical properties make them both deadly in battle and extremely useful in solving 
puzzles or interacting with the environment. These arrows can prove particularly potent when fired with multiple-shot bows. 


RAON ie kale daarna nen as ede EE Een Ee 


ARRON 


LIGHT ARROW LIGEEENBROW 
(BOW OE EIGED IIET BON 


Atta 


* Against bosses and sub-bosses only; when used against 
Guardians, ancient arrows deplete 1/3 of their HP; 
standard enemies vanish instantly when hit. 


MATERIALS 


Materials include important resources (such as armor upgrade parts) and all of the items that can be prepared into other forms with cooking pots, either by themselves or when combined 


with other items. For each object, we provide the following important parameters: 


P>_Sell price: The standard price that merchants will pay. 


Pp 


HP recovery: How much HP an ingredient will restore if consumed raw. The healing properties of roasted items and 


cooked items are increased by 50% and 100% respectively. Don't forget that á HP corresponds to a single heart. 


> 
Pp 
bp 
p 


is ATE RIALS 


Î &: Spicy Pepper 


| je Mighay Bananas 


| vv rame 


KE Hearty Truffle 


EEP RECOVERY 


| 16 


10 


Ei 


gn En en de 


ATEGORY 


Enduring 


Chilly 
Spicy 


Electro 


Tough 
see 
Spicy 
Electro 
dan 


Mighty 


Energizing 


i 
| 
| 
| 
| 
| 
| 
IE 


|_30 
30 


30 


150 


30 


120 


30 


Availability: A non-exhaustive list of locations where each item is commonly found. 


7 


AABEEES 


AN 


piaest Ned, Faron Grasslands 


| Feast Nectuda, Gerudo Desert 


Necluda 


Gerudo Desert, Faron Grasslands 


Great Plateau, Hyrule Field, East 


Hebra Mountains, Gerudo Highlands 


{Gerudo Desert, Tabantha Frontier 


Î | Gerudo Desert, Gerudo Highlands 


Í Lanayru Wetlands, Lanayru Great 


Hebra Mountains, REL 


Ei 

H 

H 

| 

Î 

í 

Mountains, Great Hyrule Forest ; 
Ì £ 
Ee An 

Î 

Í 


Hyrule nd Hyrule Field 


| ie Ridge, Hyrule Field 


| Great Hyrule Hare jrk Field 


Lridin Canyon, Gerudo Highlands 


Deer Akkala, Gerudo eland 


! ‚West denn East Necluda 


(Lanaye Great Ras WestNecluda í 


Lrirule Field, Akkala ganes 


| Akala Highlands, Ln Great 
Í |Speng 


|alariko Ee, 

| Hyrule Rigs, East Necluda 

| ale La Faron Grasslands 
ore Field, West Necluda 


| Gerudo Desert, Hm Ridge 


} Gerudo Ben Hyrule Ridge 
loer Gerudo Desert, rie Ridge 


Le ol 
| 
| Hebra Mountains, Gerudo Highlands 
| 
Í 
| 


| West Necluda, Faron Grasslands 


Gerudo Highlands, kl Ridge 


|Great Hyrule Forest, Tabantha Frontier 


Hebra Mountains, Gerudo 


Category (see table to the right): This determines the nature of the added effect that each material confers if cooked (as 
well as the prefix added to the corresponding dishes). See the Cooked Food section for more details. 


Potency Grade: A measure of the material's potency in terms of added effect inducement, ranging from E (weakest effect) 
to A (strongest effect). See the Cooked Food section for more details. 


Duration factor: The time in seconds that this material contributes to any added effect in a cooking recipe. 


E Ka) Shard of Naydra's Hoen | 300 


Î 
t 
| 
H 
| 
Í 
Î 


| | fi) Farosh's Scale 
Ï 


| 


CATEGORY OVERVIEW 


HERGCOVERT 


ORE 


pete 


30 


30 


30 


1 _60** 


50% 


40ste 


Re 


210** 


1800 


90+ 


630 | 


Stealth Hon 


| Attack Up 
| pefense Up 


| 
| 
| 
ee 
fe 
| 
Í 
Í 


Î |out tall grass in Hyrule Field 


| 


West Necluda, Lanayru Great Spring 


‘Hyrule Ridge, West Necluda, 


Dropped by the biggest, most 
‚dangerous mammals _ 


í Dropoe br bigger, more Kaneel 


LD, 


[ersetis by small birds 


Dropped by small, harmless mammals : 


Dropped by small birds 


Hit a bee hive 


| Dropped by squirrels 


Ï Dropped by small birds 


| Found in certain tall trees; dropped 


| Cut tall grass in the Tabantha Kon 
| sold in Rito Village’s general store 


iS Sold in Hateno ges gestel store 


: 
| 


[by cuccos 


| sold in Rito Village’s general store 


Sold in Rito nd 's general store 


Sold in Goron City's general store 


|Ore aen 


| Kilton’s monster shop 


" 
| 
| 
| 
{ 


| 
| 
| 


‚Shooting stars 


Fire an arrow at Dinraal's body 
Fire an arrow at man fect 
iFi ee an arrow e Rn mouth 
Fire an arrow at Dinraal's hoen 
Fire an arrow at Naydra's nd 
(Fire an arrow at NA feet 
|Fire an arrow at ne 's mouth 


ee Nare A 


Fire an arrow at Farosh's body 


* Only when cooked. 


“+ Reduced to 30 for all subsequent additions ìn the same recipe. 


Dropped by white pigeons HE zldin 


**t Random: Can randomly affect recipe parameters posicively or negatively. 


nt eam or 

ZELDA 
45 

BREATHEWILD 


MATERIALS 


293 


MATERIALS (CC 


DURADION EACTOR 
EEE RECOVERY 


ACATENBLL 
CAT EGORN 


! 5 Ï | {Ore deposits; Talus (Luminous and 
% Farosh's Claw = - | Fire an arrow at Farosh’s feet d 5 - [nare types); ll Silver enemies 
i | deposits, Tus (andard 
DA} Shard of Farosh’s Fang |_- | 630** {Fire an arrow at Farosh’s mouth bl u zamious 
| On Shard of Farosti’s Horn } ; Ô 5 | ì {Fire an arrow at Farosh's horn IN: i Re: | - | Ed |opes) al le nd 


Hebra Mountains, Tabantha Frontier | [are Oe: ak a Talus Ean 


WM, ze Hearty Salmon 


he Í 


=| West Necluda, Akkala EE 


í \ Hyrule Bass 30__ | 1yrule Field, West Necluda ie by Bokoblins 
| N Staminoka Bass [mie Field, West Necluda 3 | Deens il BoA h | 
| % Chillfin Trout 150 ree Mountains, Tabantha Frontier | 5 | 70 | propped by Mobs | 
en NN nnie El ml aad een ee 5 Hees zertd 
| hs Sizzlefin Trout | c 150 an Canyon, lin Nous | | | : 110 _{Dropped by Mobins | 
FOOR gap: ARAS one Ree hesnacd An Á a 5 
| Ne Voltfin Trout | A | 150 | ‘Tabantha ROE le ea | | - - ge | paspree by Moblins | 
| No, se Stealthfin Trout 120 _ | Great Hyrule Forest, Eldin Mountains an | | - 70 | Dropped by Lizalfos | 
Manon à De SE e ata 
| hs Armored Carp 50 | lanayru Great Spriag, East Necluda | 5 jropped by Lizalfos 
| B ak as 5 antenne | - 190 |oropped lek Breath Lizalfos 
PE en | el 
| & Mighty Porgy 50 Ine Necluda Sca, me Sea | - 190 | Dropped by Fire-Breath Lizalfos 
Km Armored Porgy 50 | Necluda Sea, Lanayru Sea | 196 | Drop Din Electric Lizalfos 
| ® ee Sneaky River Snail en peen West Necluda, Lanayru Great Espen | - 70 | ropped by Lynels 

Ì 

| 


| ® ear Boelens Snail } Necluda Sca, ne Sea id ® he Hoof - iÛ en 
' EH kaak Pie =d 
Î Í | 
| BP Razorclaw Crab | | 50 eds East Necluda. | B Lynel Guts {200 190 Por by ynels 
Ea | í í % : nn weed: 
| Í Ì 
| Ed Ironshell Crab ee | | 5 [Nel Sea, Sea, East Necluda a & Chacha ely 15 70 |Dropped by Chuchus 
É EE . . “- $ es je tees 
Ke Le IE dol | 
| En Bright- Bs Crab 10 { 4 | Energizing | B: - Be Great Ee Eldin Canyon if White EE 110 | - 110 Dep by lee Chuchus 
Fe £ H Î Î Ô 
BEE je í De ï fi ! à 
| : } Í í 
Hd A Fairy 1240} - | 30 |around ander hui | | Ei 110 (et! Eire Chuchus 
Ed 5 ee 4 zaden Ì EEE GS d zeef 
: | Ë Ë t Ed Î Ì 
d ê ve Boete [2f-} Chily {150 En Field, Tabantha Frontier | NE |Proeredl by Electric Chuchus 
Í t { Mn { Ê 6 A En Ì | En Ak 
{ É Î Í Í | Í H 
Î & mg Ee, 2 j - { Spicy {150 {Great Hyrule Forest, Fldin Mountains } | Í - | 70 ropes En Keese 
Ë VOE ENE sek ie Î gedi Î 
| ended Duster 2 | Electro 150_|tiyrule Ridge, Gerudo Highlands í | ä | ropped by Ice Keese 
Í 
Î d Eads $ Zat 
| f Î Ì 
H ê een Be 2i }_Fireproof 150 [no Canyon, Death Mountain - | - | 110 _{Dropped by Fire Keese 
Ì Î È 
E dj E H { Í 1 
4 as Cold Darner $ 24 - 4 Chily 150 | Tabantha Frontier, Hyrule Ridge - 110 :Dropped id Electric Keese 
5 El È É 
d d EEE HAR ei 8 ee 
: Í Ì Ô 
Í 6 Warm Darner Í -_Ì_ spier 150 | Aldala Highlands, Hyrule Field A ' 190 [Propped by Keese 
í LE Í 5 [ee sdansancaniesd VETERAN Noves oP VEE. ; zaad 5 
H Î í 
Î me Electric Darner - Electro 150_{ Hyrule Ridge, Gerudo Desert | 70 _{Dropped by Octoroks 
Ì Ì eer | 
Î Í 


ed 


Nee Restless Cricket 


{Energizing Í 


| 
IO et He Octoroks 
H 
Ô 
| 
Ed 


Í \ Hyrule Field, East Necluda | 
1 Í 
Ô shane E 1 | 
d 
| Sp ma Bladed Rhino Beetle Mighty 50 _ {West Necluda, East Necluda 5 | 70 pende by Octoroks 
H EH 
il H ú hak ai? ani 
í Se Rugged Rhino Beetle PIE }riprule Field, Faron Grasslands 8 Dropped by Moldugas 
Hd È 
| ee 0 | | Ë 
EN Energetie Rhino Beetle | Energizing Akkala Highlands, West Necluda Í - | 190 | ‚ Dropped br Moldugas 
Ï í 
Sneaky 120 | West Necluda, Korok Forest | | Dropped by Hinox 
il À 5 
| Ì } 
- Hasty 60 Ï Lanayru Great Spring, Hyrule Ridge Í - í Dropped br Hinox 
Î Di À ij } 
Í } | 
Enduring } Lanayru Great Spring, Hyrule Ridge $ - } eee by Hinox 
Ed 
d E zat « Hi 
lasty 60 | West Necluda, East Necluda | 7 | ere en 
df | jd | í 
Ï -_}_ Hearty | Gerudo Desert, Necluda Sea | - Poomett by Guardians 
Ì ' ji 
| p Be p 
| =| _Fireproof 150 ha ee Death Mountain | |propped El Guardians 
h E PES | 
| { sfeer Í 
Í | id í 
| | Í Ore deposits; all Talus types - | ! Dee by Guardians 
Í $ H 
{ $ ____+Ore deposits; all Tatus types: all Silver : | i # 
Á E Ê Lenemies d 5 | el : Dropped by Guardians 
i . | À ĳ Ee ‘Ore deposits; all Hälus Dn vallshrer Í | 
Hi B H Ì Í enemies ES 
deman peet 
Í snik if ! { Luminous stone deposie Stone Talus | 
NE Í has Í ‚| Uaminous) | 


EN Gá Y Only when cooked. _ ** Reduced wa 30 for all subsequent addirions In che same recipe, 
di, 


ROASTED AND FROZEN FOOD ONRONG 


Roasted food is obtained by exposing appropriate items to flames, such as dropping them close to a campfire. Roasting food increases the hearts recovered by an item by 50%, but removes 
any potential added effect. 


Frozen food is obtained by exposing corresponding items to freezing temperatures. Frozen food restores the same amount of health as usual, but also provides heat resistance for one minute. 


Unlike cooked dishes, items in this category can stack within the inventory, occupying a single slot even when you have multiple copies of them. Once roasted or frozen, an item can no 
longer be thrown or cooked. 


ROASTED AND EROZEN BOOD te. on vern enane eeen 


E | GED E En ; 5 : EE ;: 
en SELL Hp a SELL EEn f en 
ECON NAME en En ICON NAME 5 an SCO B 
En PRICE En PRICE KCOV } RECOVERY is 
| | | | | | | 
É í Sneaky River Hd | 5 ' í A 
| A Frozen Bass Ln 8 i % SE nt | Roasted Whole Bird s | 18 | ee, 
Ì de ci 2 ! en | 
{ ' Í | 
| Î LH í 
! Í Í fi 
Frozen Hearty Bass | 14 | 8 Í 3 Blueshell Escargot 15 % ed yen D | 3 
| í Í | 
Í Í Ie: | Ì 
| ke {| bee | | | 
| | || | \ d 
Frozen Hearty Í Í | Toasty Endura 
DE | 18 | 16 Blackened Crab | 12 a ahroais 5 | 6 t 
| | TE be, | | A 
| Î ! 
| | | ĳ | | 
Í | Í | Toasty Stamelle | 
Frozen Trout be 4 8 Campfire Egg | 5 Í af de ens a on 3 
Ì | | | LH Toasted Hearty | 
Frozen Carp nde 4 ® HardBotledrgg* | 5 Î Traffle sn 8 2 
Î H | f IE: Í H Toasted Big Heat 7 Í 
Í Frozen Porgy í 18 | á ij at Baked Apple Ï 3 Hi 83 Ee ig Hearty 2á | 18 
H Í Í | 
H | Í || | Hi E 
| | | F | | 
| | | | | 
| Frozen Crab | 1á 8 Í Baked Palm Fruit | 6 H Toasty Chillshroom 6 Í 3 El 
Î id Í H ti 
| | dl HA p zee siet L 4 
| ank” | | | | | 
Í Frozen River Snail | 10 | á | B Roasted Wildberry | 5 @ Toasty Sunshroom 6 ! 3 | 
i Î Í Î 
| | | | | | 
Í Î H ij $ Ô 7 É 
| | | | | | 
E Í d ' 
en Biueshell Í 18 Í 12 ô Roasted Acorn Í 9 8 Toasty Zapshroom 6 3 
| | | | | 
Ê £ Í É p 4 ú Pes 
Í | 7 ) H 
| | 
Icy Meat Í 15 | 4 @® Roasted Tree Nut | 2 $ Toasty Rushroom 5 LH 3 
Í Í f Î 
| | oen | 
| || | | 
Í | ai Roasted Hearty Î | 
Icy Prime Meat Í 28 | 6 | | È Des | 12 | Toasty Razorshroom 5 | 4 
| | | N Í | Ì 
Hi i É 8, à Î Ì 
Ï 1 Roasted Î í 
H { HH hj | 
Icy Gourmet Meat | 40 | 12 | Hydromelon 8 4 Toasty Ironshroom 5 | 5) | 
| ! HE 8 Î } N 
| | ie | | | 
Ï Ì í | í 
Frozen Bird ' ee ì f E “ Toasty Silent Í T& 
en medek ' 15 | 5 | & Charred Pepper | 5 | sbidan 3 í 3 | 
E Hd Î Í | | 
| | | | 
Í H | 
FrozenBirdThieh | 2 | 6 Roasted Voltfruit | 8 Roasted Radish 12 15 | 
| H ĳ 
i Í Í Ë a 
E È Li E 
| | | 
Î Frozen Whole Bird Í 40 | 12 Hi à Roasted Lotus Seeds | 8 Li Ee | Roasted Big Radish 24 Í 24 Í 
| í | Ï Í | 
Í ĳ Î Ì E ! Î | 
| | | | | | 
Í Í | AE í | | 
í Roasted Bass Í 9 Í ó RSE í 8 Í Roasted Swift Carrot 6 Ï 3 í 
í | | Bananas Í Í \ \ ! 
Í Í Í ! | | | 
| Í | | il | í | | 
| Î | Í i Roasted Endura í ! 
ú Î H Î 2 ï 
| Roasted Hearty Bass Ï 12 | 12 SS Seared Steak | 12 | NS 8 38 | 1 | 
Í Î | ‚ | i Î vel 
| | | | | | 
Í Roasted Hearty í Í 5 Í N f Baked Fortified 5 | | 
| igalinoë 15 | 18 es Seared Prime Steak Í 24 BE) Pumpkin | | 
| a 4 | | | 
H | H Scared Gourmet À Roasted Mighty i É 
| he Roasted Trout re 6 | He] Ea | 35 \ a de 2 | 
| || | | gl 
| | | we 
| { Roasted Bird | Í | 2 | 
| hs Roasted Carp 15 6 Í eN Prine | 12 | { Roasted Armoranth | 8 | | 
í Ï Í { Ì ï H } 
H , H { mi 
ï k Í 
| | | 
Ï & Roasted Porgy 5 6 Ï @ Roasted Bird Thigh 
| ki 


* Obrained by dropping a Bird Egg in boiling water, such as hot springs. 
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COOKED FOOD 


Cooking is achieved by throwing anything from one to five materíals into a cooking pot. As a rule, 
the process doubles the amount of health recovered by each ingredient. Certain items can also 


provide an added effect when cooked, such as cold resistance. Each cooked dish occupies its own 
slot in your inventory; you can hold up to 60 meals or elixirs at once. 


Ingredients are sorted into categories based on the added effect they grant. When you use an 


ingredient that confers a bonus, the final dish is given a corresponding prefix. For example, the 


“spicy meat & seafood fry” is a variation of the base “meat & seafood fry” recipe, where the addition 
of a spicy pepper leads to the cold resistance added effect, as indicated by the “spicy” prefix. 


Only one added effect (and, therefore, prefix) is possible for any meal; multiple added effects will 


cancel each other out when you cook the materials. However, ingredients with the same added 


effect (in other words, belonging to the same category) can stack to produce more potent buffs, 
depending on material potency grades — as explained in the following table. 


î 


Foergiing 
Ô Enduring 
__Fireproof Í 


ADDED EFFECT POTENCY 
E sDDED 


\_Full Recovery* + Extra Hearts 


Movement Speed Up 


p 


_peferselp 


POTENCY — 
S 


GRAD 


| From1 yellow heart (grade E) to 5 (grade A); effects stack 


additively 


Potency varies per grade; effects stack additively 


ay be stacked within the same category to achieve a 


3 effect. 


*_Marerials of the “hearcy” category are worth a special me 


| higher-level effect (from Level 1 to Level 2 or 3). Highergrade 
| materials are berter at increasing the effect level, Generally, 
| you'll need grade A or grade B materials to produce a Level 


on: cooking a single one of them will refill all of your 


hearts, itrespective of the size of your health gauge. Thís makes these items really precious in the late game, when you 


can have up 10.30 hearts in coral. 


COOKED FOOD 


| fruit + Tabantha 
} Wheat + Cane 
Sugar 


abantha Wheat + | 
‚ Goat Butter + 
Monster Extract 


| Fresh Milk + 
| Tabantha Wheat + | 
| Goat Butter + 
Raw Gourmet 


Raw Prime Meat 
Í + Hylian Rice + 
} Goron Spice 


{ Any carrot or ï 
} pumpkin + Ô 
í Hylian Rice + | 
£ Goron Spice | 

| 


MONSTER CURRY 


‘ Any porgy + 
Hearty Blueshell 


} Goat Butter + 
Raw Prime Meat or 
| Raw Bird Thigh 


Î 
Ô 


CREAMY HEART SODP 


ge 


MEAT S 


E 
Ei 
E 
4 


Ì 


‚ Bird Drumstick 


} Forified 

: Pumpkin + 

: Tabantha Wheat + 
+ Cane Sugar + 

‚ Goat Butter 


Pennen 


| 
! 


Ë 


CARROT CAKE 


1 


| 


You will occasionally hear a special sound effect while cooking. This indicates a critical 
success and, with the precise outcome depending on the recipe, the resultant dish will offer 
one of the following bonuses at random: 


> 


Three extra hearts 


An extra yellow heart 


Vv VV 


Effect duration increased by five minutes 


Vv Vy 


instead of Level 1). 


An extra two-fifths of a stamina wheel (green or yellow) 


The tier of an added effect is raised (for example, you obtain Level 2 cold resistance 


Critical successes can be guaranteed by cooking during a Blood Moon, or by using either a 


star fragment or a dragon body part in a recipe. 


All the base foods (without prefix) that you can cook are listed here. Aesthetic considerations 
aside, the visual appearance of a meal is generally of no meaningful consequence; prefixes 
and actual parameters are all determined by the individual materials you use to prepare 
them. When you select a combination of materials that satisfies multiple recipes, the game 


will prioritize the one that comes first in our list (this secret hierarchy explains why a 


handful of recipes appear multiple times). 


ER RIGE BALLS 
Ingred 
[ylian Rice + 
Goron Spice + 
Monster Extract 


: Rock Salt + 
| Monster Extract 


Any radish + 
Hydromelon + 
Voltfruit + 
Fresh Milk 


Fresh Milk + 
} Tabantha Wheat + 
j Goar Butter + 


BAL CURRY 
Ì 

resh Milk + Û 

Tabantha Wheat + 


Goat Butter + 
Raw Meat or Raw 


} Raw Gourmet 
: Meat + 

| Hylian Rice + 
} Goron Spice 


£ Raw Bird 

{ Drumstick + 
Hylian Rice + 
í Goron Spice 
Í 

{ 


Hylian Rice + 
Goron Spice 


Ingredients 


Î 
Any carrot + Í | d 4 H 
TabanthaWhear+ | | | ï 
Cane Sugar + Í | | | 
Goat Butter Í í | Cane Sugar + Ì 
Ed | Wildbeery Ï 


Ss EE 


{ Tabantha Wheat + Í 
{ Cane Sugar + 

} Goat Buter + 

| Monster Extract 


PEMEKEN 


£ Fresh Milk + 

| Tabantha Wheat + { 
‚ Goat Butter + 
Fortfied Pumpkin ; 


| 
| 


GOURMEE POULERY 


| Raw Whole Bird + | 
£ Hylian Rice + { 
Goron Spice 


} Hearty Blueshell | 
} Snail or Any Ô 
{ porgy + Î 
| Hylian Rice + | 
Í 
ij 


| Goron Spice 


| Í 


HONEY GREPE 


| 
N= 
ok £ 
si 


Î 
Tabancha Wheat + | 
| Cane Sugar + í 
| Courser Bee Honey 


ngredients 1 Ingrecien 


í | Goat Butter 
| | 


| Fresh Milk + | | Apple + | Any aut + | Fresh Milk + 
Bird Egg + | d OL | taancha Wheat + | Tabantha Wheat + | | Bird Ege + 
\ Tabantha Wheat + | Cane Sugar + | Cane Sugar + Í | Cane Sugar 
| Cane Sugar Goat Butter | 
| 
L 


Ingredients Ingredients Í gredlie | Ingredients 
| Mighty Bananas + | | Any fruit + ii! Tabantha Wheat + “Tabantha Wheat + 
} Tabantha Wheat + | 'Tabantha Wheat + fi { Goat Butter + ! f Goat Butter + bk. | Goat Butter + Ì 
| Cane Sugar + | Roek Salt + } Hearty Salmon, 
£ Goat Butter Any seafood 


Ingte s Ig ents Ingredients 

Hylian Rice + | Hylian Rice + vlian Ri | | Fresh Milk + 

} Goat Butter + Goat Butter + H Goat Butter + e } Rock Salt + 

Rock Salt + Rock Salt + } Any mushroom + 
| Hearty Salmon | Any vegetable, 

herb or flower } 


| Rock Salt + 
{_Any carrot or 
| pumpkin 


gre 
| Fresh Milk + 


| Fresh Milk + | Fresh Milk + | ï 


Ï 

| Rock salt + Rock Salt + Rock Salt + Rock Salt + | Tabantha Wheat + | 
Any carrot or Any vegetable, Í Any vegetable, Any vegetable, | Goat Butter + | 
pumpkin | herb, or flower + | herb, or lower + herb, or flower Any carrot | 


Í 
Í Any mear { Any seafood 
Ed 


ngeedienus Ne redients. 
| Raw Bird Thigh + 
| Hylian Rice + 

| Bird Egg + 

| Goat Butter 

ï 


; Hylian Rice + 
| Bird Egg + 
| Rock Salt + 
| Any crab 


Bird Egg + 
Goat Butter + 
Rock Salt 


edients 


mn | Tabantha Wheat + { _ | Tabantha Wheat+ | | | Hylian Rice + | ' | Hplian Rice + 
herb or flower + | EERE | coaturer+ 5 Goat Butter + oe Rock Salt + Goron Spice + 
‚ Bird Egg + id > Í Goat Butter 
‚ Goat Butter + jd Í 
| Rock Salt 


| Raw Gourmet | Raw Prime | Raw Meat or Raw ‚ Hylian Rice + {_Hylian Rice + 

| Meat or Raw | Meat or Raw Bird À | Bird Drumstick + í Bird Egg Any meat 
Whole Bird + | Thigh + sil | Hylian Rice + | 

| Hylian Rice + | Hylian Rice + | Rook Salt | 

! Rock Salt Í | 


tagredtents 


|} Hylian Rice + 
Ï Any mushroom 


| Hylian Rice + 
Any fish 


Goat Butter 


| 
| 
| 
L 


gredients 

| Hylian Rice + 
} Courser Bee Goron Spice 
Honey 


| 
| 
Ï 


agredienrs 


‚ Honey 


Any fruit + | Raw Gourmet Raw Prime Meat + \ | | Raw Meat + | 
; Courser Bee | Meat + Goron Spice 1 | Goron Spice | 
Í Ì Goron Spice 

Ì 


COOKED FOOD 


F8 


en 
Kete 


OKED FOOL 


| Any mushroom + 
soron Spice 


| Any vegetable, 
| herb or flower + 
Goron Spice 


tnatediens 


Í Any variety of four 
| different fishes 


| Any meat + 
| Spicy Pepper 


Any vegetable, 
erb or flower + 


eedients 


Any crab or snail 


| Any vegetable, 
herb or flower 


Î Fairy + Any 
£ monster part + 
£ Any small animal 


| Any monster 

} part + Any 

| small animal 

} (see overleaf for 
| details) 


| 
Î 
| 
| 
} 
} 


| 
| 


|| 
| 
| 
| 


: Any variety of four 


| diferent meats 


Ingredients 


: Any vegetable, 

} herb or flower + 
Any vegeiable, 
herb or flower 


Spicy Pepper 


Any mushroom 


gemstone, any 
monster part or. 
any small animal 


| Any monster part 


| orany small animal ; 


+ Any other 
ingredient (or 
}_any unspecified 

‚ combination) 


Ï Raw Gourmet 
| Meat or Raw 
{Whole Bird + 
Ì Rock Salt 


| Any variety of 
| four different 


vegetables, herbs 


or flowers 


‚Raw Gourmet 

| Meat or Raw 
Whole Bird + 
Any seafood 


| Any vegetable, 
© herb or flower + 
| Any meat 


} Any mushroom 


| 


Í Any meat + 


H 
} 


| 
| 
Ï 
| 


Raw Prime Meat or | 


| Raw Bird Thigh + | | 


Rock Salt 
| 


| Tabantha Wheat + 


Rock Salt | 
Ì 
| 


Any variety of four 
different fruits 


| Raw Prime Meat or 
} Raw Bird Thigh + 
| Any seafood 


| 
ï 


Any vegetable, 
herb or flower + 


t Any fruit + 
Any mushroom 


Courser Bee 
Honey 


Inigrediengs 


Raw Meat or Raw; 
Bied Drumstick +} 
| Rock Salt 


} Any vegetable, 
herb or flower + 


| Any variety of 
four different 
mushrooms 


| Raw Meat or Raw 
t Bird Drumstick + 
} Any seafood | 


Ï Any vegetable, 
| herb or flower + 


bigretbieats 
| Fairy + Any 
gemstone + Any 
monster part + 
Any small animal 


ELIXIRS SAOMOYKORKONKONK 


You can create elixirs by cooking resources harvested from small animals (which offer added effects) and monster parts (which extend the duration of these buffs). The same rules that 
govern the nomenclature and parameters of cooked food apply to elixirs. 


RECIFE 


RECIPE |_ EFFECT 


Í Î H 
Hearty Elixir Monster part + hearty animal Extra Hearts Í Electro Elixir | Monster part + electro animal Í Electric Resistance | 
Ì Ô Í Ì 
| | | 
derennnndlhensen eee renegade dj Ee je CAE en 4 
| | | | 
Î É E 
Energizing Elixir Í Monster part + energizing animal | Stamina Restoration | Monster part + hasty animal Movement Speed Up _ | 
| | | | 
| í | | 
Í Í Ì 
RL at 4 
Î Í | | 
Enduring Elixir Monster part + erduring animal Î Extra Stamina Monster part + sneaky animal | Stealth Up í 
H Î 
{ Í 
dn Bene | de 
| í ! 
Fireproof Elixir ; Monster part + fireproof animal Flame Guard Monster part + mighey animal : Attack Up É 
| Ô | 
/ Î 
vranmament ennen nenfevenenrwensurrvensseurnjnenssannsnnmerarvensbeneendanpnanrmivendne : Í 
| | 
Chilly Elixir Monster part + chilly animal Heat Resistance Monster part + tough animal Defense Up | 
t Ë E 
| | | 
ES HH Hi 
ANNP EE teder WE DE ene kc NR nl Hes er EEE 
Í 
ij Ei 
Ì í | 
Spicy Elixir | Monster part + spicy animal Cold Resistance Ê 
Í Ì 
Ae ER ee nn an Dn ed 4 


ÏMPORTANT ÍTEMS 


Items in chis category are linked to quests or other similar objectives. 


IMPORTANT LEMS pele Alen lt Re na nee AAP ee 


AVAELABELLEN 


ICON NAME ICON | NAME | AVAELABIEEEN 


L 


Sheikah Slate Prologue Hestu's Maracas | Side quest: The Priceless Maracas Knight's Bridle f Mini-game: Horseback Archery 
É 


' 
5 Í 
t 
H 
Í Ì | 
Í Ì i | | 
| | | | ! | 
id Migha's Grace | Clearthe Divine Val Ruta dungeon | Thunder Helm Side quest: The Thunder Helm | RoyalBridle ‘ Side quest: The Royal White Stallion : 
É H } É Ë 
| : Í Ï Ï j É 
H EH E Ô 
be ee jee wed á 4 
| | | heil | 
Í f Clear the Divine Yah Medoh —_ Classified | he En en Extravagant eene 
Ô Revali's Gale dungeon i Eavelope | Main quest: Captured Memories | Ì Bridle | Mini-game: Obstacle Course 
| oe E 
4 "$ | Addink dedadehdeht veeren Ben EEEN ee 
Í H Î } Ì 
| od | iel | | 
bd Erie et WE OH À Hestu'sGift | _ Findall90OKorokSeeds | | Monster Bridie | Kilton's shop 
Í Í Í Í 
' Ì Í Í ! ! Í - í Í 
AT AE en REE OENE MNN a 
5 Ì___ Clear the Divine Vah Naboris Í Medal of Honor: __ Defeat all 40 'Ialus and spcak to | Î | 5 î 
Urbosa's Eury_| dungeon | | Talus 1 Kilton | : Í BEE Í 
Í Ô 
Onno londER ee Be Â 
| | | rid Í 
| \ | | Medal of Hc | Defeat afl 40 Hin id speak | Ï t 
| Stamina Vessel | Trade in four spirit orbs | ee Me Unlocked by corresponding amiïbo_ | 
Í H Í Hinox Í Kilton Í | 
| Kd | | | 
Ô : ii A: f 3 Aje 
' @ Heart Container ; Gora, | | zgn ' ne ie Aspe Í Knight's Saddle Mini-game: Horseback Archery 
| Î Sk: | | 
| | Î Í } 
| olen | | ä 
| ak | | | | 
Í £ Small Key In certain shrines í Paraglider Ï Complete the prologue Î Royal Saddle : Side quest: The Royal White Stallion | 
fi | Í Ed Í 
he » e sd Ee HL ee % 
Î í ĳ Ei | 
| | | | | 
| Spirit Orb One per completed shrine Í Stable Bridle Í Default | Mini-game: Obstacle Course 
| | j | | 
È Hi En öl it 
| Ì | | Ì 
| | | | | 
Í > Korok Seed One per Korok found Í Í Traveler's Bridle $ Unlocked by corresponding amiibo_/ Kilton's shop | 
Í | ' | { Ï 
| || | 


Í 


| 
Í 
Ï 
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IMPORTANT EEMS 
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This chapter analyzes the many assailants you will encounter 
during your travels through Hyrule. For each type of creature, we 
offer a list of key attributes and essential combat strategies that will 
help you make the right decisions in the midst of each battle. 


Almost every enemy species in the game exists in multiple variants: 


Elemental variants are infused with fire, ice, or electricity. 
Making contact with them or being struck by an attack usually 
inflicts a corresponding status effect: fre burns Link, ice freezes 
him (waggle © in all directions to recover), while electricity 
deals shock damage (and causes him to drop any weapon or 
shield he has in his hands). Fire and ice are considered as 
opposing elements: hitting a fire-imbued creature with ice will 
cause instant death, and vice versa. 


Color variants arc stronger versions of the base enemy. 

When you begin the adventure, you will almost invariably 
encounter the default incarnation of each species. As you 
eliminate successive foes, however, a hidden counter keeps 

a secret tally of your combat triumphs. When the total hits 
specific milestones, some of the foes you run into will “rank 
up.” Suddenly, for example, Blue Bokoblins and Blue Moblins 
wilt begin to appear. Higher-rank versions of each species 

are stronger: they have greater health pools and inflict more 
damage. They can even have new and improved attack patterns. 
This is not all bad news, however, as superior enemies carry 
improved loot, including better equipment. Learning to gauge 
the strength of large groups of opponents based on the color 
variations featured within their ranks is an important skill that 
you will need to develop over the course of your adventure. 


In the tables listing key attributes for each enemy type, we reveal 
two important stats. 


HP: The enemy's starting health, as represented by the red 
gauge above its head. If vou reduce this gauge to 0, the monster 
will die and yield items. By equipping the champion’s tunic 
(offered by Impa when you unlock the first Captured Memory — 
see page 50), you can see an exact numerical HP value for most 
opponents. 


Rank: A general evaluation of each creature’s overall 
dangerousness. In traditional video game parlance, this could 
be described as a monster’s “level.” 


For each creature, you will also find a list of focations where they 
are commonly encountered (though these are not exhaustive: they 
may crop up in other locales), and which items they can drop. As a 
rule, the higher the rank of an opponent, the better the potential 
drops in their expanded loot tables will be. 


zELDA 
BREATHS, WED 


nen 


inn 


zi 
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CHUCHU 


ICE CHUCHU 


ELECTRIC 


CHUCHU B 


Chuchus exist in three sizes (small, medium, large), though they all pose 
very lide challenge; these enemies are nuisances first and foremost. ‘They 
are weak and slow, and. will usually fall to a single hit. However, the 
elernental ones are marginally more dangerous: they will affect you with che 
element they are infused with if you touch them, and they will detonate 
and cause area-of-eftect damage after sustaining a fatal blow. ‘To avoid the 
blast, eliminate them from distance with an arrow or a melee weapon with 
sufficient reach, such as a spear, Remote bombs also work brilliantly. 


1 |_Hyrule Field, West Necluda Chuchu Jelly 


| 
í 


1 | Eldin Canyon, Eldin Mountains _{ Red Chuchu Jelly 


}_ Hebra Mountains, | | 
‚Gerudo Highlands | | 


Gerudo Highlands, East Necluda | Yellow Chuchu Jelly 
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When killed, Chuchus yield jelly of the element they are imbued with. 
‘This is a potentially very useful item, as jelly can be later employed to 
reproduce the explosion caused by Chuchus when they die. You can 
exploit this feature to generate ires with red jelly, extinguish Aames with 
neutral jelly, freeze targets with white jelly, or to electrocute targets wich 
yellow jelly. Norte chat neutral jelly can be turned into a coloted variety 
by exposing it to the corresponding element: fre, snow, or lighening. 
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ICE KEESE 1 2 |__Hebra Mountains, Gerudo Highlands Ice Keese Wing, Keese Eyeball 


ELECTRIC KEESE | 1 2 |_ Lanayru Great Spring, East Necluda Electric Keese Wing, Keese Eyeball 
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Though the two species are very different to look at, Keese are effectively During your travels, you will occasionally run into Keese swarms. 
flying Chuchus. They pose very lictle threat on their own; however, Despite their large numbers, these are far from chreatening. In fact, 
their mobilicy makes them slightly more dangerous. The easiest way they offer you a great opportunity to amass item drops in significant 

to eliminate them ís to lock on and attack with a weapon. Against the quantities, Have a bomb at the ready when they fly in your direction, 
elemental versions, which can burn, freeze, or shock you, a weapon with then aim to detonare it at the heart of the swarm: it will rain wings and 
reach can help to ensure you remain unharmed. eyeballs, which you can put to profit in recipes or by selling them to 


Kilton. 
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ITEM DROPS 


WATER OCTOROK 
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FOREST OCTOROK | 8 
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ROCK OCTOROK | 3 


Ien 


SNOW OCTOROK 8 
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West Necluda, Hyrule Field 


Hyrule Ridge, Deep Akkala 


Eldin Canyon, Gerudo Highlands 


Tabantha Frontier 


Octorok Tentacle, Octo Balloon, 
Octorok Eyeball 


Octorok Tentacle, Octo Balloon, 
Octorok Eyeball 


| Octorok Tentacle, Octo Balloon, 
| Octorok Eyeball 
Í 


É 
Î 

Gerudo Highlands, | Octorok Tentacle, Octo Balloon, 
\_Octorok Eyeball 


Hi 
| Octorok Tentacle, Octo Balloon, 
\_Octorok Eyeball, Rupees 

(green to silver) 


Octoroks are octopus-like creatures that briefly jump our of the water or 
ground to spit a rock at you, then plunge back ouc of sight. Very weak, 
they will fall to virtually any attack instantly. However, hitting them 
can prove a little awkward. Arrows and bombs work well when they are 
visible; melee weapons can also be employed at close range. The most 
stylish way to defeat chem, though, is to redirect their projectiles back 
at them by blocking with a shield. As long as you hold your shield aloft 
to deflect it, the rock will home in on its sender. You can even perfect 
guard to propel the rock at greater speed. 


Treasure Octoroks behave a little differently: they attempt to lure 
their prey into range with an illusion designed to evoke avarice, and 
will emerge from the ground to attack when you move sufficiently 
close. You can easily see through this subterfuge with Magnesis, as 

the rune will reveal thar they are not metallic. All Octoroks have one 
thing in common: they often yield Octo balloons. These thoroughly 
useful items can be dropped on heavy objects to lift them. It's always 
worthwhile to keep a stock of Octo balloons, as they can be employed 
to simplify certain puzzles and move obstructions that cannot be 
manipulated with Magnesis. 
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* Weaktoice ** Weak to fire 


UERDIAN 


STRATEGY 


Wizzrobes are potentially very dangerous opponents. They walk on thin If you stand below a Wizzrobe, a powerful spear can give you just 

air, a few yards above the ground, and become temporarily invisible enough reach to strike your opponent with great force, enabling you 
once they spot you, making them elusive targets. They can assail you to annihilate it very quickly. These weapons are also effective against 
with a rain of projectiles, and summon elemental Keese or Chuchus elemental Keese or Chuchus, which makes them a consistently good 
to assist them in bartcle. Ideally, you should always aspire to eliminate choice in these confrontations. Alternatively, you can knock down 
them before they notice Link. When this is not possible, speed is key: Wizzrobes by shooting them in the head with any type of bow, before 
look to engineer a very swift conclusion to these fights. Fire and Meteo finishing them off with melee attacks. 


Wizzrobes can be defeated instantly wich a solitary ice arrow, while 

Ice Wizzrobes and Blizzrobes will fall to a single fire arrow. Electric 
and ‘Thunder Wizzrobes are rather more troublesome as they lack an 
elemental vulnerability, so your best option is to target them wich your 
most powerful bow. 


BOKOBLIN 


BLUE BOKOBLIN | Bokoblin Horn, Bokoblin Fang, 


72 | 2 Bokoblin Guts 


Gerudo Highlands, Gerudo Desert 


Bokoblin Horn, Bokoblin Fang, 
Bokoblin Guts 


BLACK BOKOBLIN | _ 240 20 | Hyrule Field, Gerudo Highlands 
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STALKOBLIN 12 | Hyrule Field, Great Hyrule Forest‘ Bokoblin Horn, Bokoblin Fang 


Bokoblin Horn, Bokoblin Fang, 
Bokoblin Guts, Amber, Opal, Topaz, 
Ruby, Sapphire, Diamond 


SILVER BOKOBLIN | 720 30 Greater Hyrule 


STRATEGY 


Bokoblins are very straightforward enemies. When alerted chey ‘The most dangerous move employed by Bokoblins is their charged 

will attempt to piek up whichever weapon is closest to them, and attack, which works in the same way as Link's multi-hit spinning 

then mostly adopt simple attack patterns at close range. This makes assault when he ís equipped with a two-handed blade. This is especially 
them ideal sparring partners should you have a need to practice dangerous when they wield spears, Blocking with a shield is enough to 
Breath of the Wild's vwo most essential combat moves: perfect dodge and interrupt their assault, though, so remain on the defensive and seize the 
perfect guard. Hold your shield aloft and either jump backwards or press first counter opportunity, 


@ just before one of their attacks connects. If your úming is off, you will 
still generally block the strike, taking no damage. If you aim to defeat 
most Bokoblins in chis manner, you will refine your counterattacking 
instincts in a way thar will serve you well later in the adventure. 
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BLUE MOBLIN | 14 


BLACK MOBLIN | 360 | 28 
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Moblins are similar to Bokoblins, though they enjoy greater reach and 
power due to their more imposing stature. They are, nevertheless, fairly 
ponderous enemies that favor basic melee tactics. Aim to perfect dodge 
their lateral blows wich back flips and their overhead strikes with side 
hops to set up decisive counter opportunities. 


Hyrule Field, East Necluda ‚_Moblin Horn, Moblin Fang 


Moblin Horn, Moblin Fang, 
Moblin Guts 


|_Moblin Horn, Moblin Fang, 
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Great Hyrule Forest, 
Gerudo Highlands 
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| Moblin Horn, Moblin Fang, 
Greater Hyrule | Moblin Guts, Amber, Opal, Topaz, 
|_Ruby, Sapphire, Diamond 
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‘The relatively slow nature of Moblins makes them highly susceptible to 
charged attacks. Wielding a two-handed weapon, you can potenially 
decimate entire groups of these creatures while spinning, Your weapon's 
durabiliey will obviously suffer as a consequence, but this can be a quick 
and efficient way to take down multiple foes simultaneously. 
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Lanayru Great Spring, 
Gerudo Desert 


Lizalfos Horn, Lizalfos Talon, | 
Lizalfos Tail | 
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| Lizalfos Horn, Lizalfos Talon, 
| Lizalfos Tail 
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}_Lizalfos Horn, Lizalfos Talon | 


Lizalfos Horn, Lizalfos Talon, 


FIRE-BREATH | 
| Red Lizalfos Tail 


LIZALFOS* 


160 ‚26 __| Eldin Canyon, Gerudo Desert 
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Gerudo Highlands, | Lizalfos Horn, Lizalfos Talon, 
Hebra Mountains Icy Lizalfos Tail 


Lizalfos Horn, Lizalfos Talon, 
Yellow Lizalfos ‘Tail 


Lizalfos Horn, Lizalfos Talon, | 
Lizalfos Tail, Amber, Opal, Topaz, 
Ruby, Sapphire, Diamond 
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* Weak to ice ** Weak to fire 


The Lizalfos is a very nimble opponent. They dash to your position ‘The Lizalfos has a prominent weakness: its horn. If you hit a horn with 
to attack, then quickly withdraw, making ic awkward to strike them an arrow, you will cause critical damage and topple your target. With 
with standard melee blows. 'The aerial assaults where they dive in your the Electric Lizalfos, this will also generate a spherical blast. In close 
direction are best countered with a perfect dodge side hop. Generally proximity, a bow chart fires multiple arrows can make it relatively easy 
speaking, given their rapid reactions and propensity for hit-and-run to score such “horn shots” without aiming. You can then follow up 
tactics, a reliable approach is to allow a Lizalfos to move towards you wich a melee combo. 


and attack first, then punish their aggression wich a counter. 


KEY ATTRIBUTE 


Rupees (Green, Blue, Red, Purple), 
Mighty Bananas 


Karusa Valley, surprise attacks in 
various locations 


YIGA FOOTSOLDIER ‚64 


Amber, Opal, Topaz, Ruby, Sapphire, 
Mighty Bananas 


| 
Surprise attacks in various locations | 


* The melee variant of Yiga Footsoldiers has 72 HB 


Blademasters are significantly more dangerous, as they can both tank 

your hits and deal more damage. They regularly unleash a swift beam 5 
that can hit you from afar; when they raise their weapons high above Ì 
their head, be prepared to side hop. Their most annoying attack, 
though, takes the form of a small crater that appears below Links feet 
and tracks his movements. After a few seconds, a rock spike is thrust 
forth from the ground, knocking Link over if he is within che area of 
effect. The best way to avoid this is to leap vertically and open your 
paraglider: the steam released from the crater will work as an updraft, 
taking you out of range of the rock spike, and enabling you to glide to 


Most Yiga Footsoldiers are fairly predictable as they only have one 
attack: they warp high in the air and fire an arrow at you. They can be a 
Liede hard to follow, though there are clear audio cues that betray their 
general whereabouts. You should note that they always fall directly to 
the ground after their signature assault. An effective way to eliminate 
them is therefore to sprint to that position while they are still airborne, 
then assail them wich due vigor when chey fall in front of you. You will 
occasionally run into a Footsoldier variant that can use melee attacks. 
These are usually disguised as travelers on the road who will attack Link 
after he starts a conversation with them. 


YIGA CLAN 


your target to launch your own attack. 


CURSED BOKOBLIN | 1 | 1 


CURSED MOBLIN {30 
CURSED LIZALFOS id | 1 


|_Close to Malice goo; common in 
dungeons 


\_Spawned from mouths connected _ | | 
to glowing eyeballs 


veballs are a recurring feature in dungeons and wherever large 


Glowing ey 


pockets of Malice goo appear, such as in Hyrule Castle, Hitting them 
with any weapon will kill them instancly, though arrows are usually the 
tool of choice. Eliminating a glowing eyeball will always remove the area 
of Malice linked to it. If this includes a mouth that generates cursed 
monsters, the monster-spawning maw will disappear as well. Make these 
targets a priority whenever you encounter them, both to clear the path 
and to avoid unnecessary encounters with cursed pests. 


Cursed creatures emerge from “mouths” thar appear on certain patches 
of Malice goo. They typically fly around, slowly homing in on your 
position. As a rule, a single hie with any weapon is sufficient to take 
them down. With their excellent reach, spears are a great way to get rid 
of these enemies quickly. 
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| Ancient Screw, Ancient Spring, í 
Hyrule Field, Akkala Highlands ‚Ancient Gear, Ancient Shaft, | 


Ancient Core, Giant Ancient Core 


GUARDIAN TURRET 


DECAYED GUARDIAN 500 


Ancient Screw, Ancient Spring, 
Ancient Gear, Ancient Shaft 


SENTRY 


Ancient Screw, Ancient Spring, 
Ancient Gear, Ancient Shaft, 
Ancient Core 
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Guardian vehicles are primarily detection devices. The moment you 
enter their field of vision, they start focusing a red aiming laser ar 

you. After a few seconds, they will emit a powerful blue beam in your 
direction. If this hits you, you will suffer significant damage. If you 
block it with a shield, you will take no damage but the shield will be 
destroyed. ‘Though it takes time to master, by far the most efficient way 
to defear these opponents is to employ the perfect guard technique. 
Holding a shield aloft, press @ just before the beam hits you to detlect 
ie back to the Guardian. This is definitely a talent that you should refine 
as early as possible in the adventure, as it will prove useful on countless 
occasions — and especially so during boss encounters and other major 
battles. The ideal time to make the button press varies in accordance 
with the distance between Link and his assailant. Over reasonable 
distances, you can obviously crack the movement of the beam and react 
accordingly. In close proximity, however, you must press the burron just 
before che beam actually appears; the best time ís usually when blue 
energy accumulates close to the machine's eye. 


Technically, you can damage a Guardian with standard weapons, but 
this will cake a devastating toll on their durability. Ancient weapons 
(obtained from other Guardians or from Robbie at the Akkala Ancient 
Tech Lab) are more efficient, but will also break fairly rapidly when 
employed to chip away at these resilient opponents. This is why 
perfect-guarding laser beams is so essential: as long, as you have a 

good command of the required timing, ìr costs you nothing. If you 
struggle wich the perfect guard command, there are a few tricks you 
can use to prevent the laser beam. The easiest is to fire an arrow at the 
machine's blue eye. Shock arrows make the process even easier as they 
will electrocute the device, canceling the attack and neutralizing it for 
several seconds, Ancient arrows (found as a collectible in Hyrule Castle 
and available for purchase from Robbie) are also an opdon, inflicting 
devastaring damage to Guardians. Finally, note thar you can immmobilize 
Stalkers by curting their legs, and Skywatchers by destroying their 
propellers. 
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Wields no melee 
weapon 


Ancient Screw, 
Ancient Spring 


GUARDIAN SCOUT I 


Ancient Screw, 

GUARDIAN SCOUT II AE: Spring, Wields one standard 
Ancient Gear, melee weapon 
Ancient Shaft 
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Ancient Screw, 


5 3 Ancient Spring, Wields two “+” 
Various shrines fi S 
‚Ancient Gear, Ancient melee weapons 
\_Shaft, Ancient Core 
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‘Ancient Screw, | 

Ancient Spring, Wields three “++” 
Ancient Gear, Ancient melee weapons 
Shaft, Ancient Core 


Various shrines 


QUICK SHOTS: Guardian Scouts often unleash a quick volley of gun STANDARD ATTACKS: The primary method of attack for Guardian 


shorts as they move toward you. These are usually of no consequence. Scouts is to deal melee blows with the weapon(s) they are wielding. 
Ignore them completely, focusing on the strategy you have chosen to ‘These are all fairly predictable, and you should have no problem 


eliminate your target. 


identifying the best perfect dodge window with a litte practice. Follow 
up wich furry rushes and standard combos, ideally wich an ancient 
weapon if you have one to hand. 


SPINNING BLADE ATTACK: You will regularly see a Scout leap backward and focus briefly with its weapons at the ready. This will be followed 
seconds later by a swirling attack where the machine closes in on your position. This is very difficult to dodge, so the best course of action is to hide 
behind a suitable obstruction, such as a pillar. The Scout will crash into it, damaging itself in the process and suffering a short stun effect: use this 
opportunity to unleash your best combos, Certain shrines do not feature natural cover points. In these instances, you must create them yourself. If 


there is water at your feet, summon a pillar of ice with Cryonis; if you spot blocks of metal in the ground, raise chem with Magnesis. These two scenarios 


are illustrated in the above pictures. If you do not have enough time to complete these maneuvers, a shock or ice arrow can also halt their advance. 


SPINNING LASER ATTACK: 
its weapons away, then its head will start spinning moments later, 


/ith chis attack, a Scout first puts 


unleashing a laser beam that hits everything within a relatively small 
radius. If you do not have the time to sprint away, draw your paraglider: 
the updraft generated by the laser should enable you ta float uncil it is 
safe to land. Alternatively, a shock or ice arrow will interrupt the assault. 


FOCUSED LASER ATTACK: Once you have depleted most of your 
opponent’s health, ic will put all of its weapons away and start charging 


a powerful laser beam — the exact same attack as che one employed by 
Guardian Vehicles. You have two options at this stage: either rush to 
your target and attack relentlessly until it falls (which only makes sense 
if you are powerful enough to deliver the coup de grâce within a few 
seconds), or step back, draw your shield, and perfect guard the beam. 
If you are fighting at close quarters, dont forget that you must execute 
the parry command just before the beam is emitted. 


BRUTE-FORCE STRATEGY: One of the most effective options 
against Guardian Scouts, irrespective of their rank, is to attack them 
with charged attacks while wielding a two-handed weapon, ideally 

an ancient battle axe, Rotate around chem throughout the assault, 
positioning Link on the side opposite to where the Scout is currently 
facing. The direction where a Scout is about to attack can be inferred 
from the weapon it is currently using. The moment you spot one being 
pulled backwards, move to the other side to avoid the imminent blow. 
If you remain locked on, this is very easy to engineer: spin continuously 
by holding @ and adjust your direction wich ®. Wich a liece practice 
and a well-developed stamina wheel, it is possible to eliminate any Scout 
very quickly and painlessly wich this method. 


Í 
| 
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ELEMENTAL STRATEGY: Another safe approach against Scouts, 


particularly the stronger models, is to deploy elemental weapons. Hit 
them with any ice-infused sword or arrow to freeze them, then switch 


to the mast powerful item in your inventory: it will deal triple damage 
by shartering the ice. Switch back to your ice weapon and continue the 


process until your foe falls. Alternatively, you can use lightning-imbued 


weapons to shock a Scout for a few seconds, then unleash 2 combo 


with a stronger weapon. Shock damage is enhanced if your opponent is 


standing on surface water. 
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\_Flint, Amber, Opal, Luminous Stone, 
\_Topaz, Diamond 


| Flint, Amber, Opal, Topaz, Ruby, 
Sapphire, Diamond 


STONE PEBBLIT | 20 
| 
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All Talus enemies rely on a primary attack strategy: though they may 
occasionally use their rock “arms” to swipe at Link, they will usually just 
hurt them art speed in his direction. These are difficult to dodge given 
their size, and are replaced afterwards, so it's in your best interests to act 
decisively to defeat these foes. 


‘The most straightforward strategy against a Talus is co blow up its arms 
with bombs. Every time you are successful, che creature will collapse: 
use this opportunity to climb onto their backs and attack their crystal 
weak point. Locking on to this specific vulnerability immediately may 
belp you land a few extra blows, 


Weapons of choice to attack the crystal on a Talus's back include all 
those that are designed to break stone: iron sledgehammers, cobble 
crushers, stone smashers, and boulder breakers — all of which are found 
in the Eldin region. Not only do these weapons suffer lower durabilicy 
reductions when hitting crystals, bur they also inflict enhanced damage 
against them. 


The Igneo Talus is a variant encountered in the Eldin region. Any 
contact with one of these will burn Link unless he is equipped with a 
complete flamebreaker armor set, upgraded to level 2 (s% #) by a great 
fairy to imbue it wich the fireproof effect. An alternative solution is 

to attack the monster with any ice-infused weapon or arrow to cool it 
down, knock it down with a bomb, then climb on its back to attack its 
weak point as usual. Repeat this strategy until the creature falls. 


Pebblits are miniature versions of che Talus. They are far less dangerous, 
bur can be troublesome when encountered in groups. Easy ways to get 
rid of them include bombs, which can take out several at a time, and all 
weapons effective against rocks, such as iron sledgehammers. 


When a Talus has its crystal on its side, you can actually reach it from 


the ground without having to climb on the creature's back. This is most 
easily achieved with weapons wich long reach, such as spears. Lock on to 
the crystal and attack repeatedly to end these battles quickly. This works 
very well against the Talus in Hyrule Castle's East Passage, for example. 


MAARN 


The Frost Talus is the ice equivalent of the Igneo Talus. They will freeze 
Link on contact unless you wear a full snowquill armor set, upgraded 
to Level 2 (& %) by a great fairy to unlock the unfreezable effect. If you 
don't have this enhanced outfit, you should use fire arrows to melt the 
ice on the monster’s body, then proceed as usual. 


Each Talus will usually drop large quantities of gemstones when you 
defear it. Once you are fully familiar with their attack patterns and can 
defeat them rapidly, farming these creatures can be an excellent way to 
gather significant quantities of high-value resources to sell. 
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BLUE HINOX | 800 20 


BLACK HINOX eZ 
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Às a rule, a Hinox will be asleep when you arrive in its habitat. If you move 
quietly in its vicinity, it will not wake up unless you attack ic. Exploít this 
weakness by opening hostilities with a charged attack while wielding a 
two-handed sword. You actually have enough time to deal multiple blows 
before the beast can ready itself, causing severe damage. The best strategy, 
if you have the right kind of equipment, is to position yourself close to the 
creatures head while it's still sleeping, then align a clean arrow shot at its 
eye — optimally with a multiple-shot bow, and wich bomb arrows selected 
for maximum eftecr. As this will inftict significant damage, the sub-boss 
will rear up only to fall directly back down on its behind, giving you plenty 
of time to set about ir with a barrage of blows or charged attacks. 


See map on page 328 


Hinox Toenail, Hinox Tooth, Hinox Guts, Apple, 
|_ Wildberry, Palm Fruit, Voltfruit, Mighty Bananas, 
Fortified Pumpkin, Hearty Durian 


Hinox Toenail, Hinox Tooth, Hinox Guts, Roasted | 
Bass, Roasted Hearty Bass, Roasted Hearty Salmon, 
Roasted Trout, Roasted Carp, Roasted Porgy, Sneaky 
River Escargot, Blueshell Escargot, Blackened Crab 


Hinox Toenail, Hinox Tooth, Hinox Guts, Seared 

Steak, Seared Prime Steak, Seared Gourmet Steak, | 
Roasted Bird Drumstick, Roasted Bird Thigh, Roasted | 
Whole Bird î 


Hinox Tooth 


As long as a Hinox is still asleep, you can climb onto its body if 

you have a stealth effect active. From here, you are free to steal its 
equipment, or even pilfer the orb hanging from the monster’s necklace 
where applicable. 


Once a Hinox is awake, it will only perform melee attacks. If it 
wrenches a tree out of the ground, this improvised weapon can have a 
lot of reach — so be prepared to backflip or block accordingly. 


The most effective way to deplete a Hinox's health is to knock it down 
with an arrow, then stand between its legs and execute a charged attack 
with a powerful two-handed sword. You will inflict many hits in a 
very short time. Be ready to cancel the assault wich ® and back flip 
the moment your opponent gets back to its feet. If you dodge the next 
blow, you should have an opportunity to resume your offensive for a 
quick finish. 


When you encounter a Hinox wearing leg armor, do not attempt to 
assail it from below wich melee attacks: this will rapidly deplete your 


weapons durability. The best solution in these instances is to exploit the 
vulnerability that its protective garb introduces. If the leg armor is made 
of wood, set it ablaze with a fre arrow; if it's made of metal, fry it with a 
shock arrow. 


À Hinox's eye is its principal vulnerability. Hitting it with an arrow 
infliets critical damage, temporarily incapacitating the beast. Rush to 
close range and attack, then retreat and repeat. 


If a Hinox begins to protect its eye after a few direct hits, it becomes 
harder to neurtralize the creature. Eicher walk backwards while aiming, 
patiently waiting for an opening to present itself, or move within melee 
fange and focus on counterattac ing. 


The Stalnox is a unique variant of this sub-boss. Ie is functionally 
equivalent to the others, and can be fought wich the same strategies, 
but with one caveat: when its health bar ís almost completely deplered, 
vou must hit the creature’s eye to bring the battle to a close. ‘The 
monster will otherwise keep resurrecting until you deal this very specifie 
finishing blow. 
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Gerudo Desert, 
see map on page 328 


| Molduga Fin, Molduga Guts, 
\__Treasure Chests 


Moldugas are giant worms that “swim” 
beneath the sands and detect vibrations on 
the surface above to locate their prey. If you 
run on patches of sand within their territories, 
they will close in on you and emerge rapidly 
to cause significant damage. To avoid this, 
position Link on a rock or another suicably 
solid elevated surface as soon as che battle 
begins. Anything where you are not standing 
directly on sand will work. 


Once you have found an appropriate vantage 
point, throw a round bomb onto the sand. If 
the Molduga detects it, a question mark will 
appear to indicate that fact. It will then head 
towards the bomb and emerge to swallow it. 
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Once the bomb is in the Molduga's mouth or 
belly, deronate it. The blast will incapacitate 
the beast for a fairly long time. 


Sprint or glide to the Molduga and attack | 
while it is stunned. A charged attack wich | 
a cwo-handed sword can deal enormous 

amounts of damage here. 


Once the Molduga recovers, you have two 
options. The safe option is simply to head back 
to an elevated position, then repeat the routine 
until you defeat it. 


MOLDUGAS 


The second option is a little more risky, and 
requires a multi-hit bow to really shine, buc 
can lead to shorter battle times. When your Î 


Î 


enemy recovers, move towards a safe position, 
but remain on the sand and walk around until 
the Molduga identifies you: it will approach, 
its body partly emerging from the sand, in 
search of an opportunity to lunge at Link. 

If you quickly move to safety just before it 
arrives, though, you have nothing to fear. 


‘The Molduga will then remain exposed as it 
searches for Link, Select your muitiple-hit 
bow and fire a bomb arrow at the creature: 
the explosion will inflict massive damage and 
incapacitate it. You can then follow up with à 
melee combo to finish it off. 
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See map on page 328 


Lynel Horn, Lynel Hoof, Lynel Guts 


Lynel Hoen, Lynel Hoof, Lynel Guts 


Lynel Horn, Lynel Hoof, Lynel Guts 


| 
| 
| 
| 
| 
| 
| 


Lynel Horn, Lynel Hoof, Lynel Guts, Amber, Opal, 
Topaz, Ruby, Sapphire, Diamond 
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Lynels are possibly the fiercest creatures in the entire game, with the strongest varieties being arguably more redoubtable and deadly than Breath of the Wild’s 
main bosses. The White-Maned Lynel and Silver Lynel will seriously put your strategic and defensive prowess to the test. 


MELEE ASSAULTS: The standard (and most regular) attacks employed by 
Lynels are melee-based: lateral sweeps, overhead strikes and spinning attacks 
are common gambits. They also regularly execute “bull charges” where chey 
run ar full speed towards Link to propel him from his feet. An important 
fact to remember is that af of these assaults can be perfect guarded — and 
most, bur not all, can also be perfect dodged. The precise timing required for 
successful counters varies in accordance with the weapon that each specimen 
wields, which means that lots of practice is required. We strongly suggest 
that you create a manual save before an encounter against a low-rank Lynel 
and practice perfect guards until you feel totally comfortable, reloading to 
repeat as many times as required. This might be a little overwhelming at 
first, but you will soon improve, and this will greatly improve your level of 
performance against these mighty creatures in future encounters. 


ARROWS: Over long distances, or should you climb to an elevated 
vantage point, Lynels will fire elemental arrows at you. Their level of 
accuracy is impressive: they can shoot straight ar you with great precision, 
or employ curved trick-shot trajectories, and they have unlimieed ammo. 
In short: long-range duels are highly unlikely to work in your favor. 


FIREBALLS: The chree more advanced Lynel varieties can hurl fireballs. 
‘These are large and fast. If you plan to dodge, sprint perpendicularly to 
them and you should be safe. If youre close enough, a better alternative is 
to sprint diagonally to the Lynel’s side: you need just enough lateral motion 
to avoid the rst fireball, but not so much that you move away from your 
target. Once you move within range of your foe, unleash a charged attack 
with a two-handed sword while the creature is busy hurling its remaining 
projectiles. Stay on the move while spinning, circling around behind the 
Lynel to remain out of reach of its attacks for as long as possible. 


STALWART DEFENSE: If you are confident in your defensive 
capabilities, a counter-oriented strategy is a very viable approach against 
a Lynel. Perform perfect guards against all physical assaults and follow 
up with standard combos. Taking down the strongest Lynel varieties 
with this method can take a while depending on the strength of your 
weapons — but with the right timing and a lot of practice, it works very 
consistently. In a pinch, if you are not ready for an incoming assault, 
note that you can cast Stasis+ on youf opponent to freeze it in time, 
though this offers no more than a second or two of respite. 


URBOSA'S FURY: [f you struggle to finish off a Lynel, Urbosa's Fury 
(which you acquire by completing the Divine Beast Vah Naboris dungeon) 
can make a real difference. Unleash che finishing hit of a charged attack 
(after triggering a perfect guard, for example) and this will cause lightning 
to rain down in the arca, stunning your opponent and dealing massive 
damage. This offers an opportunity to deal a few more blows and mount 
your foe. Having che full three charges of this special power available when 
the battle begins will make every encounter against a Lynel much easier. 


FIRE EXPLOSIONS: High-rank Lynels regularly roar, emitting a large 
soundwave, and follow up by slamming their weapon to the ground. This 
causes a fiery explosion with a very large blast radius. Either sprint away 
to escape the area of effect, or block it with your shield. This attack has a 
long preparation time, so you can actually use this opportunity to land a 
few blows while your enemy is not focusing on you. (You can even exploit 
this time window to shoot an arrow ar the monster’s face to stun it — we 
describe thís tactic in greater derail further down on this page.) 


FACE SHOTS: For expert players, the ultimate strategy involves precision 
marksmanship. Every me you hit a Lynel's face with an arrow, ie will be stunned. 
‘This can seem hard to achieve at first, as you are aiming for a small hitbox on 

an agile, fast-moving target. With a lide experience and che right equipment, 
though, chis becomes less challenging chan you might fear. At very close range 
while wielding a multiple-shot bow, pre-align che camera toward the Lynel's face 
and then shoot “from the hip,” without wasting time with direct aiming; the 
gyroscope-based motion controls can enable you to make subtle, last-second 
adjustments. This maneuver is best performed in two specific scenarios: when 
your opponent prepares slow, strong attacks such as fire explostons; and after 
perfect guarding a physical blow. After every successful “face shot,” you can 
follow up wich a couple of blows, then mount the creature (press @ while close 
to its rear) for a few additional bonus strikes chat will not reduce your weapons 
durabiliey. Once you have been dislodged, you can quickly draw the paraglider 
and align another arrow to the face with che assistance of the slow-motion effect. 


DROPS: Lynels wield some of the best equipment in the game — and these 
pieces are yours to collect when they topple for the last time. If you learn 
to defeat them efficiently, they offer one of the best farming opportunities 
for late-game combat items. There are locations wich multiple Eynels in 

a relatively small zone (such as Hyrule Castle) where you can take down 
two or three in succession, filling your inventory with powerful weapons, 


shields, and bows. 
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correspond to a standard enemy archetype. A Stalkoblin, for instance, is the 
blow will often scatter their bones. However, unless vou strike their heads 
actually the eye that 


Stal monsters tend to appear only at night. These skeletal adversaries alw 
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will magically reform and resume their attack. With the Stalnox (the skeleton variant of a Hinox), it's 


vou must hit ín order to finish off the creature. 


We cover all boss battles in greater detail in the Walkthrough chapter. The page references in the accompanying table will lead you to the relevant pages should you need 
further guidance. Bosses do not have a rank stat as their level of dangerousness varies from one playthrough to another depending on the order in which you defeat them. 
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MASTER KOHGA: This opponent summons large boulders and hurls 
them at you. The most effective strategy is to hit Master Kohga with an 
arrow when he has one held aloft above his head. This will cause it to fall 
on him, causing very significant damage. 


THUNDERBLIGHT GANON: This opponents most dangerous 
attack occurs when he warps multiple times in your direction, quickly 
zigzagging to your left and right before dealing a powerful blow. As 
the monster warps to your right and readies its attack, poised to strike, 
perform a perfect dodge backflip: if successful, this will grant you an 
opportunity to unleash a full flurry rush combo, and follow up with 

a second combo. When your opponent summons small metal pillars 
around your position in an attempt to electrocure you, sprint away from 
the pillars and head to the upper walkways. You can then grab one of 
the pillars with Magnesis and position it close to the boss. The next 
lightning bolt chat strikes the area will electrocute your enemy. 


WATERBLIGHT GANON: This boss will often perform melee attacks 
with its spear. The best counter against this is to perfect dodge each 
blow and follow up with a flurry rush. Warerblight Ganon's signature 
move is to throw blocks of ice at you: have Cryonis ready when 

this happens, and sweep the screen with your reticle, destroying all 
projectiles as they move within range. 


FIREBLIGHT GANON: The most effective way to defeat this boss 

is to focus on melee combat. Perfect dodge its assaults and follow up @ 
with flurry rushes. The rest of the time, circle around your enemy 

and maintain a steady barrage of melee strikes. You can often flank 

it and deal large amounts of damage while the creature is busy 

performing wayward forward blows. When your opponent summons 


an impenetrable aura around its body, throw a bomb, which will pass 
through the force field, then detonate ic. This will stun your target, 
enabling you to run in and attack. 


WINDBLIGHT GANON: This opponent will chrow all socts of 
projectiles in your direction. To eliminate it, you can fire arrows at its 
eye (ideally while riding updrafts to enjoy the slow-motion effect that 
makes aiming much easier). Alternatively, you can rush to the monster 
whenever it materializes at ground level and assault ie with your most 


powerful combos for a swift finish. 


CALAMITY GANON: Ganon, in his true form, can use techniques 
employed by all four of his elemental variants. Arrows can be used to 
slowly chip away at his health, bur the best way to cause large amounts 
of damage is via perfect dodges followed up by flurry rushes. If you 

are wielding the Master Sword (see page 103) and have a shield ar che 
ready, you can inflict massive HP loss by perfect guarding your enemy's 
laser beam attacks. When Ganon summons a field of fire energy that 
initially makes him seem invincible, just defend calmly and consistenely 
until you manage to create an opening, either by perfect guarding its 
beams or by using the perfect dodge/flurry rush combination against che 
monsters melee assaults, 


DARK BEAST GANON: As soon as the final battle begins, collect the 
nearby Bow of Light. ‘This offers unparalleled power and infinite ammo. 
With che Bow of Light drawn, fire arrows at the glyphs that appear on 
the creature's body. You must pierce three glyphs on each side, then one 
on the creature's belly. Your final target ìs the large eyeball, which you 
can only strike while riding an updraft. 
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This chapter covers activities and challenges that are not 
listed in your Adventure Log, many of which contribute to 
your overall completion rate. We also doeument and discuss 
a variety of optional objectives, ranging from mini-games 


to secret missions and features. 
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Your completion rate is a measure of how much you have accomplished in the game. It appears as a percentage in the lower-left corner of the map screen. 


Every relevant objective that you fulfill will contribute approximately 0.08% to your overall completion rate. This applies to the following actions: 


p_ Every shrine that you complete: see the Shrines chapter on page 112. 
P_Every boss that you defeat: see the Walkthrough chapter on page 32. 


P_Every Korok seed that you obtain: see our dedicated section on page 330. 


P_Every location that you discover (with its name appearing on your screen and on the in-game map). Refer to our map poster for a complete overview. 


Even though there is no reward for reaching the maximum 100% value, 
completionists will regard this as an achievement to aspire to. 


Great Fairy Fountains are unique landmarks that enable you to upgrade your 
clothes and pieces of armor. The map shown here illustrates the positions of 
all four fountains. 


Once you have discovered a fountain, you must unlock it. This is achieved by 
paying a set sum of rupees. This total will increase with each successive Great 
Fairy Fountain that you activate. 


The first fountain you unlock offers Level 1 outfit upgrades (+). Each 
subsequent fountain increases the available star level for garb enhancements 
until you gain access to the maximum Level 4 upgrades (te ve vèr “). The first 
three Great Fairy Fountains require investments that are easy to afford at a 
relatively early stage of the adventure; the fourth is perhaps more of a long- 
term goal. 


Upgrading pieces of armor improves their defense value — and therefore 
your resistance to damage. However, each enhancement requires a payment 
in materials. Initial upgrades for simple clothes can be bought for small 
quantities of basic resources — common monster parts such as Lizalfos 


horns, for instance. More advanced upgrades, on the other hand, can only be 
purchased with rare and precious goods such as dragon shards. You can find 
the complete list of all armor upgrades in our Inventory chapter (see page 280). 


It's worth noting that certain armor sets can provide special effects when 
equipped if all three pieces have been upgraded to at least Level 2 (de &). 
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Sub-bosses are larger-than-usual enemies that can 
be encountered in specific locations. There are four 
primary archetypes — Talus, Hinox, Molduga, and 
Lynel — and multiple variants of each species. These 
include elemental versions that can prove deadly 
unless you have the right equipment to counter and 
survive their natural aptitudes. 


The variant found at each spawn point is fixed for the 
‘Talus, Hinox, and Molduga archetypes: they remain 
the same no matter how far you are in the adventure. 
Most Lynels, on the other hand, “rank up” based on 
your progression. This map shows the default types 
that you will encounter at each spot early on in the 
game, but these will gradually be replaced by more 
dangerous variants, and, ultimately, by fearsome Silver 
Lynels. Even in the late-game, though, you can find 

a standard Lynel atop Ploymus Mountains, and Blue- 
Maned and White-Maned specimens inside Hyrule 
Castle's Gatehouses. 


The following map shows the position of all sub- 
bosses in the game. You can find advice on how to 
defeat them in our Bestiary chapter (see page 314). 
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You will receive a seed for every Korok that you find in the wild. The location 
of all 900 Korok seeds is shown on the map poster supplied with this guide. 


There are various types of mini-challenges that you must discover and solve to 
reveal each Korok. These are all introduced here, and associated with an icon. 
You will find the exact same icons used on the map poster, enabling you to 
identify which type of challenge awaits at each position. If you happen to do 
something that makes a puzzle impossible to complete, such as misplacing a 
vital object, worry not: the setup will be restored if you leave and return later. 


Korok seeds are used to unlock additional inventory slots for your weapons, 
bows, and shields. You can acquire these extra slots by speaking to Hestu, 
a character that you will first encounter on your way from the Dueling Peaks 
Stable to Kakariko (see page 46). He later moves to the Woodland Stable for 
a spell, then takes up permanent residence in the Korok Forest (see page 
100). The cost of each additional slot in a category is exponential: the first slot 
costs a single seed, the second one costs two, and the expense rises rapidly 
thereafter. You need 441 seeds to unlock all inventory slots, but al! 900 of 
them if you aspire to reach 100% game completion. If you do find every last 
Korok seed, you will receive a unique item known as Hestu's Gift, enabling 
you to trigger the creature’s signature dance at will. 


CUBE PATTERN: Small metal cubes are configured in 
symmetrical arrangements, with one anomaly — a cube 
is missing, or needs co be transferred from one structure to the other, 
and so forth. Fix che error with Magnesis and the seed is yours. 


NATURAL HIDING SPOT: Many Koroks are hidden 
under or behind natural objects. You will often come across 
small rocks ar the top of mountain peaks, or in other positions chat make 
them stand our: pick them up to reveal a Korok. Likewise, certain Koroks 
may be hidden in an ice block that you must melt, below a rock slab char 
can be lifted with an Octo balloon, under a tree branch collectible, behind 
destructible rocks that you need to blow up, inside a clay pot that you need 
to shatter, or beneath layers of leaves that you can remove with a bomb. 
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ROCK PATTERN: Small rocks are configured in a 
geometrical pattern, such as a circle, a spiral, or a cross. 
At least one rock is missing or in an odd place, and you need to place 
it in the correct position to complete the arrangement. As a rule, the 
loose rock can be found in the direction of the gap in the pattern: for 
example, if you see a gap on the south tip of a circle of rocks, ic's likely 
that you will find the missing rock a few steps to the south. 


CIRCLES: In this configuration, you will find objects 

(often rocks jurting our from water) arranged in a circle, 
and multiple small rocks on a nearby overlooking cliff. Your goal is to 
throw one of the rocks into the circle. Similarly, you will notice circles 
made of natural objects, such as water lilies: dive or simply fall chrough 
these after gliding to their position to reveal the hidden Korok. 


LEAVES WITH FAIRY DUST: When you notice 
a small trail of leaves wich a fairy dust effect moving 
along a set course, intercept and examine it to reveal a Korok. You will 
sometimes find a similar small pile of leaves in a fixed position — high 

in a tree, for example. Interact with it to reveal a Korok, 


RACE | HORSE HURDLES: Every time 
you encounter a tree stump with a leaf 
sede, get ready for a race. ‘Ihe moment you step on the stump, a 
timer begins: you must go chrough the ring that appears before the 
countdown ends. These challenges can involve sprinting, climbing, 
gliding, and swimming. Very occasionally, you will come across a series 
of fences conveniently aligned. If you jump above them while riding a 
horse, you will reveal a Korok. 


EXTRAS 


FOOD OFFERING: You will regularly run into groups 
of aligned statues that have small trays in front of them. 
If you dae the right type of food on all trays, a Korok will be revealed. 
Most of the time, gn are the gift of choice, For statues honored 

by the Yiga clan, however, you must drop mighty bananas. There are 
instances where the “food” in question is less common, bur the game 


will show you which ingredient is required ín at least one of the trays — 
for example, an egg, or even a rusty shield, one atypical instance. 


Ake /)_ FLOWER TRAILS: A daffodil growing alone in the 
middle of a path usually betrays the presence of a Korok. 
Approach ic and it will disappear, reappearing, a little further away. 
Follow thís trail until the Korok gives you its seed. You may also encounter 
a variation where you interact with groups of Bowers in a specific order: a 
single flower, then a pair of Bowers, dien a trio, and so forth. 


Ë BOULDERS: Here, one or more large boulders need 

/___to be moved to nearby holes. If a boulder is on a slope, 
you can push it to make it coll down to the hole. If not, cast Srasis on 
it and strike it wich a weapon in order to confer just the right amount 
of momentum to reach its destination. A variation of this puzzle will 
require you to use Magnesis to arrange metallic boulders in a pattern 
(each positioned on a large stone, for example). 


an arrow to reveal a Korok. Balloons will sometimes only 
appear when you stand next to a colored pinwheel: look around until 
you see them, then shoot them with an arrow. This will become more 
challenging when the balloons move, and especially so when their 
motions are quick and erratic. There are a few instances where your 
target is not a balloon: for instance, you must shoot an apple positioned 
between palm fruits at the top of the tree on the westernmost hut in 
Lurelin Village. 


TREE PATTERNS: If you espy a pattern in the fruit 
growing on adjacent trees, there's probably a Korok 
behind it, For example: if three trees are aligned and two of them have 
a single apple, remove all the extraneous fruit from che third tree. Once 
all three look identical, you will receïve your seed. Along che same lines, 
you will occasionally come across a pair of torches, and you will need to 
set ablaze any unlit one. 


Mini-games in Breath of the Wild generally require 
the payment of a nominal entry fee to secure your 
participation — usually 20 rupees, but occasionally 
50 or even 100. Once you master them, however, you 
can receive rewards that will more than compensate 
for the initial expenditure. 


The map shown here illustrates the locations of all 
mini-games. You can find more information about each 
mini-game over the pages that follow: 
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This mini-game will become available once you have completed the 
“The Perfect Drink” shrine quest (see page 161 for details). Visit 
the ice house during the day. This is an underground room found 
directly to the north of Gerudo Town. You can enter it via a floor 
hatch beneath a very large flat rock. Speak to Anche inside to begin 
the challenge. The entry fee is 50 rupees. 


You must now make your way across the ruins between the ice house 
and Gerudo Town while carrying the ice cube above your head. 

The fastest way to reach your destination is to equip the sand boots 
(obtained from Bozai by completing the “The Eighth Heroine” 

side quest — see page 252). Stay on the sand on the east side of the 
ruins without ever stepping directly inside. ‘The monsters in the area 
should not spot you, enabling you to reach Furosa at the south end 
of the ruins. Drop the ice cube in front of her in under two minutes 
to complete the challenge and she will reward you with a gold 
rupee. This can be repeated endlessly, and is actually a very efficient 
way to raise funds. 


This mini-game becomes available after you complete the “Gut 
Check Challenge” shrine quest (see page 203 for details). Warp to 
Gorae Torr Shrine, to the north of Death Mountain, then speak to 
Bayge to begin. Each attempt to win the Super Gut Check Challenge 
will cost you 100 rupees. Much like the original test of endurance, 
alacrity and avarice, your goal is to climb to the top of the peak in 

a limited time while also collecting ar least 300 rupees before you 
reach che finish. To make things much easier, we advise that you 
tackle chis challenge once you have a fully maxed-out stamina wheel. 
‘This will enable you to jump regularly, shaving valuable seconds 
from your time, Furthermore, equipping armor pieces with the 
climb speed up bonus effect (see page 281) will also be beneficial. 
Generally speaking, ignore green rupees unless chey're directly in 
your path, and prioritize those with higher values — particularly red 
and silver rupees. As long as you reach the top of the cliff in under 
three minutes and pick up the required 300 rupees, you win the 
challenge and can keep the money. Bayge will even throw in an 
endura shroom as an additional reward. 


‘The most obvious way to complete this challenge is to climb 

the southwest cliff, right in front of you as you begin. Scale it as 
illustrated above, taking a left ar the first branching path between 
two blue rupees. Follow the vertical trail to collect two silver rupees 
directly on your way. After the second, head to your right instead of 
going up: you will soon find a third silver rupee, guaranteeing that 
your total exceeds the required 300. You can then make your way ro 
the finísh line, 


An alternative option is to climb diagonally to your left, following 
the trail of green rupees until you find a gold rupee hidden on the 
north face of the cliff. Wich a fully maxed-our stamina wheel, you 
can reach it as long as you do not jump on the way. Armor pieces 
with the climb speed up bonus will make this even easier. Once the 
gold rupee is yours, catch your breath on the protruding beam (a 
liedle further up on your left) before you push on to the top. 


Speak to Selmie in her wooden cabin (known as “Selmie’s Spot”) at 

the top of che Hebra Mountains. She will offer you the opportunity 
to take part in a shield-surfing, challenge if you are prepared to pay a 
fee of 20 rupees. 


BEGINNER COURSE: Your objective is to shield-surf down the 
hill following the path illustrated above until you pass beneath a 
stone bridge at the bottom of the slope. To initiate shield-surfing, 
hold your shield aloft (@), jump (€), then tap @ while airborne. 
You can then steer wich ®. Tilt ® forward ar all times to move at 
maximum speed, avoiding natural hazards and animals on the way. 
Your time on the beginner course needs to be under one minute 

in order to unlock the advanced course. When Selmie enquires as 

to what shield-surfing means co you, be sure to shrug rather than 
sounding too excited — otherwise, she will ask you to go through the 


initial course again. 


ADVANCED COURSE — FAIR PLAY: Once you've completed 
the beginner course in less than a minute and shrugged to answer 
Selmie's question, you can proceed to the advanced course. The rules 
here are exactly the same, buc the track is longer: you must take a 
long, slow left turn after the stone bridge before going down a long 
straight, all the way to Sturnida Basin. The finish line is marked by 
large flags that are visible from a distance. 


ADVANCED COURSE — PARAGLIDER TRICK: The idea here 
is to take a shortcut, surfing down che slope to the west of Coldsnap 
Hollow and ultimately to the south of Biron Snowshelf. When you 
reach the cliff overlooking Lake Kilsie, glide across to the finish line 
at Sturnida Basin. You might need to make the final few yards on 
foot but this is not a problem: you can cross the line in any fashion 
without consequence. Shield-surfing is always faster than sprinting, 
though, so try to remain on your shield whenever possible. This 
trick will enable you to complete the course in record time, and thus 
obtain a royal shield. 


This mini-game becomes available after you have completed the “The 
Undefeated Champ” shrine quest (see page 156 for details). Speak to 
Shabonne at the sand-seal rally area, to the south of Gerudo Town. 
Á race will begin if you agree to pay an entry fee of 100 rupees. 

This plays out in che same way as the shrine quest: you must reach 
the finish line in under a minute and a half while passing under 
every arch on the way. The course is identical, so you should have a 
working knowledge of how to move efficiently. Just make sure you 
press @ to dash whenever your seal slows down, and make smooth 
turns to reach each arch: abrupt changes in direction will impede 
your progress. You will receive a gold rupee every tire you complete 
the race under the 01:30 time requirement. 
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After completing the Divine Beast Vah Medoh dungeon, speak to Teba and his wife Saki in out of stamina, | 
the hut next door to the village elder. Once he recovers from his wounds, Teba departs for the Í 
Flight Range. Meer him there and speak to his son, Tulin, to trigger this mini-game. p_Be methodical and clean up each area 

of all targets before you move on; there 


vind 


are often targets above, below, or bet 
you. As long as slow-motion is active, vou 


can check your surroundings without 


wasting too much time. | 


:n shooting at distant targets, don’t 


forget to aim above them to take the 


arrow drop factor into account 


P_ Last but not least, try to equip a bow 
with exter 


aded range and the quick shot 


perk to increase your hire rate. The great | 
eagle bow, the swallow bow (available | 
for free inside Harth’s hut, near the | 
top of Rito Village), and the falcon bow | 
(found in certain shrines) are all strong | 
candidates for this challenge. 


„ mm 


The challenge is similar to the one you faced here during the main story, though you must 
now eliminate as many targets as possible within a very short time. Hitting all 20 targets will 


reward you with a gold rupee. 


‘The house in the northeast corner of Lurelin 
Village is home to a gambling miní-game. Speak 
to Cloyne inside to ger started, ‘The principle is 
simple: you place a stake of up to 100 rupees 

on one of three treasure chests, but only a 

single chest contains a reward in excess of your 
wager. If you select the correct container, which 
is purely a matter of luck, you will receive a 
modest return; if not, you will lose most of your 
investment. Statistically, you have very little 
chance of making a sustained profit wich this 
mini-game, especially as the maximum return is 
a mere 300 rupees with a 100 rupee stake, so it's 
best to consider it as no more than a curiosity. 


FOORBACE Sannes reren 


You can play this mini-game at Pondo's Lodge, a short distance 

to the northeast of the Hebra Tower. Speak to Pondo to get an 
explanation of the rules and, once youre prepared, to begin. In this 
variant of bowling, your goal is to knock over the 10 pins at the foot 
of the hill with the snowball ar the top. If you displace all pins on 
your first try, you will score a strike. If it takes you two tries to finish 
the job, you will score a spare. Each game will cost you 20 rupees. 


THE STASIS TECHNIQUE: If you have difficulties wich the 
throwing technique, an alternative approach ís to make use of 
Stasis. Move behind the balls starting position and align Link so 
thar he, che center of the ball, and the upfront pin are all aligned 

on the exact same axis. You must then hit the snowball five times 
with a one-handed weapon, turning the Stasis vector arrow orange. 
‘The projectile will then have just the right amount of speed to land 
precisely in front of the front pin. If your aim was true, this will lead 
to a guaranteed strike, 


Speak to Konba at the Footrace Check-In, to the north of the 
‘Tabantha Bridge Stable. You can identify it from a distance when it's 
not raining by looking for the plume of smoke that rises from his 
campfre. Your goal is to reach the finish line marked by flags at the 
top of the mountain. The first individual to reach ir is the winner, 
and the path you take is entirely your choice. The only rule is that 
you cannot call your horse. 


vas roemt be 


i has BREATES WILD 
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Î 
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THE THROWING TECHNIQUE: The most straightforward 
way to score a strike is by picking up the snowbalí and throwing it 
wich BB. The complication here is char the hill is very bumpy, so you 
cannot aim directly ar the upfront pin: you must take the uneven 
terrain into account. Our favorite approach is to position Link at 
mid-distance between the flat rock at the center of che lane, andthe _ ; 
wooden pillar on the right side. Link should be oriented precisely 
towards the front pin. Once you throw the ball, it will inch a liele 
to the left chen to the right as it passes the two bumps on its course, 
bur ultimately it should head straight into the lead pin at full speed | 
and maximum size. By paying close attention to Link's direction and _ : Gite. 
perfecting the approach detailed here, it is possible to score a strike | 
with near-perfect consistency, making this a potentially very lucrative 


EXTRAS 


mini-game. 


SNOWBALL BOWLING REWARDS 


| Strike (1* time) | Blizzard Rod | 

| Strike | \ 
\__(subsequent tries or if inventory full) ge Fot cour 
! a: 
beenen | Le 

| Spare Silver Rupee Ï 

| 9 pins 

| 8 pins | 
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Beating Konba should not pose any problems, especially as you can 
employ many tricks to improve your performance: taking shortcuts 
while he remains on the main path, inducing a movement speed 
bonus with appropriate food, or even employing Revali’s Gale to Í 
fy high in che air and glide over obstacles, An efficient course is É 
illustrated on the above picture. If you take a right ar the fork, and 
catch the updraft near the end of the race, you should easily win 
no matter what. The best reward you can get in this mini-game is a 
silver rupee. 


| _=— OBSTACLE — 
B COURSE TIES 


Pp _ Whenever you head towards an 
obstacte, always aim for the center of 
the horizontal bar and avoid last-second 
adjustments. Attempting to jump too Í 
close to the supporting posts will usually 
lead to a refusal, adding a significant 
(ând, for the rewards, decisive) number 
of seconds to your time. Perfecting your 

Í riding style in order to make a clean 

| approach to each jump is essential. 


ib Switch to maximum gallop speed in 
Í straight lines or when you have plenty 


Speak to Blynne while riding a horse at the Highland Stable. A horse with strong speed and | of space, but remain at a canter for any 
stamina stats will make this challenge a little easier. The white horse obtained during another | demanding maneuver, such as a sharp 
side quest (“The Royal White Stallion” — see page 269) is a very good choice here. Í turn before or after an obstacle. 


P_ Iry to plan ahead. Your approach to each 
obstacle should also take the next one 
| into account. If 4 subsequent jump is to 
Î the left, for instance, make your approach 
to the intervening obstacle diagonally | 
Í from the right to the left, therefore Í 
| aligning yourself for the next hurdie. | 


Your top priority for this challenge should 

be to pay special attention to your trajectory 

at all times. The picture to the left illuscrates 

a perfect run in this obstacle course. It will 
likely take practice before you beat Blynne’s 
personal record, bur this map (and the nearby 
tips) should help you achieve this much more 
quickly. You will receive the extravagant bridie 
and extravagant saddle by completing the 
course in under 01:30 and 01:15 respectively. 


OE EED Paerels vra RTR aa RATE a eee des 


‘This mini-game becomes available after you have completed the ‘There are many ways to shave seconds off your time, The most 
“Test of Wood” shrine quest (see page 198 for details). Speak ro important one is to use any fre-induced updraft to fly high in the air 
Damia again, still at che eastern exit of che Korok Forest. He will and bypass entire sections of the trial; the final bog can be skipped 


challenge you to go through the exact same Test of Wood, bur fairly consistently thanks to the presence of Fire Chuchus. You 
' this time within five minutes. If you achieve this, you will receïve should also use powerful arrows to rapidly eliminate any archers or 
| a silver rupee as a reward. Octoroks that pose a threat to your progress. Bomb arrows can prove 


especially effective here. 


Speak to Dantz, the man taking care of his flock on the farm located 
between Hateno Village and the Tech Lab. He will invite you to 
take part in 2 hunting challenge where your objective is to eliminate 
as many deer as you can within a minute. Each successful kill will 
increase the total rupees he will reward you with. This is not a very 
lucrative mini-game, though, so you should regard ic more as an 
opportunity for archery training. 


The following tips will help you to attain high scores: 


P_ Use a bow that is both powerful enough to vake deer down with 
a single shot, and wich a high rate of fire. The great eagle bow, 
the swallow bow, and the falcon bow are all excellent for this 
challenge. 


p_Have plenty of arrows in your inventory. If you struggle to aim 
with precision, consider firing bomb arrows to increase your 
chances of taking down targets even when your aim is a little off. 
Combining this approach with bows that fire multiple arrows 
at once can be a crude, unsportsmanlike, but enzirely effective 
technique. 


Pp _Consider eating food that boosts your movement speed, which 
will improve your ability to locate new targets. 


b_ Though this is not easy to engineer, you can consider jumping 
from a high point on the slope. If you quickly draw your 
paraglider and aim wich your bow, you can briefly enjoy the slow- 
motion effect, making it easier to align clean shots on multiple 
targets. As a not inconsiderable fringe benefit, this will also slow 
the timer to a craw]. 


PREPARATIONS: Speak to Branli ar the top of the Ridgeland Tower, 
and he will invite you to take part in a contest. Your objective is to 
glide as far as you can from the top of the tower. To maximize your 
potential range, you should ideally leave this mini-game until you have 
a mostly complete stamina wheel — two-and-a-half circles at very least. 
Consuming food or elixirs that restore depleted stamina or provide 
yellow temporary stamina bonuses can also work. Last, but not least, one 
special power can make a very significant difference here: Revali's Gale, 
which you obtain by completing the Rito quest line (see page 85). By 
activating chis power (hold €, then release), you will gain a substantial 
altitude boost at your starting point, increasing your potential range. 


EXECUTION: Your priority in this mini-game is to land as far 

as you can from the tower. How much time you spend in che air 

is irrelevant; detours are to be avoided wherever possible, as your 

direct-line distance from the start point is all that matters. As 
ong as your stamina wheel is sufficiently developed and you have 
Revali’s Gale at hand, there are only three complications to take into 
account: 


p_ Wind direction: adverse winds will slow you down, but a 
favorable prevailing, breeze will be a boon. 


p_ Your choice of landing site: the lowest possible altitude is water, 
so you should aim to land in a lake or river. 


Trajectory: your course should be as straight as possible. 


Based on the above criteria, the most manageable destination is che 
Hyrule Castle Moar. Use Revali’s Gale to fly high from your starting 
point nexc to Branli, then glide in a straight line towards Hyrule 
Castle. If the wind is not blowing against you, you can glide a few 
feet above the lowest point on the cliff, and therefore end up above 
the moat. Wich chis method, you can easily pass the 800-meter 
milestone to earn a silver rupee. 


This mini-game will become available once you have 
completed the “Robbie's Research” side quest (see page 229 for 
details). Speak to Aya at che East Akkala Stable and she will 
ask you to light the lantern next to her wich the blue flame 

in less chan three minutes. To complete this quest easily, cake 
the time to prepare in advance. Make sure you have a torch in 
your inventory; if not, get the one inside the nearby Akkala 
Ancient Tech Lab. Light the lantern immediately to the north 
of the stable. Finally, summon your fastest horse from the 
stable, Optimally, this will be the white horse obtained from a 
side quest (“The Royal White Stallion” — see page 269). 


When youre ready, climb on your horse and speak to Aya. As 
soon as the challenge begins, galfop to the blue flame opposite 
the stable, light your torch, then jog back to the lantern next to 
Aya. The first challenge of under three minutes is very easy. Blow 
out the lantern (for example, by dropping neutral Chuchu jelly 
next to it and shooting it with an arrow), then speak to Aya again 
to trigger de next difficulty level. When you reach the ultimate 
challenge, you must take an additional step: eat food that will 
give you a Level 3 movement speed bonus. ‘This can be induced 
by cooking four fleet-lotus seeds together. With che effect active, 
you can gallop to the lantern to the north and then return to the 
lantern next to Aya just in time. 


BLUE FLAME REW 
Under 00:20 

© Under01:00 
__Under03:00_ 


‘This mini-game will become available once you have completed 
the Korgu Chideh Shrine (see page 143), which is found on 
Eventide Island in the southeast corner of the world map. 
Speak to Mimo outside che shrine’s entrance to begin. 


This mini-game challenges you to pass through courses of rings 
while gliding. The rings are displayed in lines thar make the path 
to follow very clear, with occasional updrafts that will propel you 
high in the air. However, the game will end should you touch 
the ground. ‘The most important requirement for attaining high 
scores is to have a fully maxed-out stamina wheel. Three circles 
will enable you to last long enough to beat even the Riro ar their 
own game. For optimal results, plan your trajectory in advance 
to take smooth turns, and briefly put away the paraglider when 
you need to drop to pass through a ring beneath, or to quickly 
reach the lower reaches of an updraft. 


Once you feel comfortable wich the controls and layout of this 
mini-game, we suggest that you start each run by tackling the 
course on your right: chis will take you very high in che air, 
enabling you to easily transfer to the second course when you 
reach the end of the frst. You can clear over 40 rings with this 
strategy and obtain a silver rupee as a reward. 


Speak to Modar at the south end of Tanagar Canyon to the southeast One important point to note is that the ball doesn't roll much — it stops 
5 ì, po Pp p 


of the Tabantha Tower. He will offer you the opportunity to play 


very quickly after hitting the ground, even when propelled ar full speed. 


a game of golf, where you use Stasis to propel the ball. As wich the ‘This means chat you should imbue it with maximum momentum 
real-life sport, the objective is to reach the hole wich as few strikes as (represented by a red vector arrow) until you are close to the hole. 
possible (for the avoidance of all doubt, this refers to instances where Naturally, its important to align Link so thar the ball will travel directly 


the ball moves, not individual blows made to confer momentum). 


towards the hole. One very effective approach is to hít the ball seven 


‘There are two iron sledgehammers next to Modar. Be sure to collect úmes with a sledgehammer from che tee shot. Repeat this power a second 


them, as they are che best tools to ger the ball moving without 
inflicting needless wear-and-tear on your more valuable personal 


time to move the ball within reach of the hole. Finally, hie the ball four 
times to putt ic. This “7-hit + J-hir + 4-hit” strategy works consistently as 


equipment. long, as your aim is true. With a lire practice, scoring with three strokes 
becomes relatively easy, leading to a silver rupee reward. 


Head to the Mounted Archery Camp while riding a horse, a short distance to the 
northwest of the mouth of the Menoar River in che Lake Tower region. Speak to Jini 
from the saddle: he will ask you if you want to take part in a drill, To do so, you will 
need at least one bow and dozens of arrows (which you can conveniently buy from 
this location). Your goal is to ride your horse while simultaneously shooting arrows 
to pop the balfoons. Each drill will cost you 20 rupees. 


The drill course in itself poses no problem whatsoever. The difficulty arises from the 
coordination required to both steer your horse and aim at the targets. If you succeed, 


you will receive the knights bridle and knights saddle. 


se HORSEBACK =—e 
ARCHERY TIPS 


Hitting 20 balloons ín under one minute is a very 
demanding feat, but there are various tips that you can 
employ to increase your odds of success: | 


P_Iry to ride in a very steady fashion. Abrupt changes of 
direction will make it more difficult to atm. 


b_Asa general rule, try to stay on the main path: it is 
much easier to rotate the camera than it ís to steer 
the horse in the corresponding directions, Try to 
ride in straight lines, shooring during these sections, 
then concentrate on turning when required 


P_ Motion controls can be employed to make minor 
aiming adjustments. 

Pp Try to equip a bow with the quick shot perk to 

increase your fre rate. The falcon bow and great 

eagle bow are great choices here, combining this 

useful enhancement with remarkahly long, range. 


P_You can slow down to a trot when vou have 
multípie balloons in close proximity, bur you really 
must spend most of the minute at 4 canter in order 
to make it to the end of the course, where multiple 
targets await. Í 


Ô 


KILTON 


AVAILABILITY 


Kilton can be met for the first time on the small island corresponding to the 
left eye of Skull Lake, in the north of the Akkala region. He is only present at 
night. 


Monster | \_An ingredient for various 


Ee RR den Extract | À | recipes. | 

KILTON’S MONSTER SHOP | | 

| Ì 

After you have spoken to him once at Skull Lake, this unusual wandering Wooden | 
merchant will begin to tour the entire land. His shop can be found on the he 5 19 ‚_Alow-level spear weapon. 

outskirts of all main villages and towns from 08:00PM to 04:00AM. It looks a p | | 

little like a colorful hot-air balloon from a distance, which makes it relatively vofsnennennennnnsaneensennnenn a 

easy to identify. | | |__A weak weapon, but a novel | 

| Spring-Loaded | one: the fourth swingina | 

Kilton specializes in monster parts. He will buy any such item that you are Hammer | 199 combo will send the victim | 

willing to part with, and will give you “mon” (@®) in exchange — a special | | flying. | 

currency that you use to purchase items from him. TN Ei 

Bokoblin | 99 | Equip it to blend in with 

Mask | |_Bokoblins. | 

í | | 

® Moblin | ‚0 | Equip it to blend in with | 

Mask ‚_Moblins. | 

| | 

| | | 

Lizalfos | 299 ‚_Equipittoblendinwith | 

TTT NAT 7 ak Ar < TI/A\NT Mask Í | Liz 8 Ë 

KILTON'S MEDALS OF HONOR Eer ls Aaa | 

If you speak to Kilton after completing the main storyline, he will be happy | | | 

to talk about monsters with you. The three dialogue options available lead to | ô \_Equip it to blend in | 

conversations about specific sub-bosses. ha | is }_ temporarily with Lynels. | 

| | | 

In essence, Kilton will ask you to defeat every single specimen of three of the | | | 

four sub-boss types that are found in Hyrule. Each time you achieve this for a Monster | |_A cosmetic accessory for | 

particular species, he will reward you with a key item called a Medal of Honor. Bridle | 399 |_your horse. | 

You can find a map showing the positions of all sub-bosses in a dedicated | ; ‘| | 

section of this chapter (see page 328). and advice on how to defeat them in | | He | 

our Bestiary (sce page 314) Monster | 299 | A cosmetic accessory for | 

k Saddle | ‚_your horse. | 

OVERVIEW | | 

8 Dark Hood «1,999 


If you upgrade all three 
of these armor pieces to 
at least Level 2, wearing 


REWARD 


| Talus xí0 | Medal of Honor: Talus Dark Tunic |_the full set will grant the 
RN | | d ‚_Night Speed Up bonus, 
À Hinox Î xá0 | Medal of Honor: Hinox í SE Î increasing your movement | 
| | | | \_speed until dawn. | 
B | f Dark | 999 | | 
H Molduga xá \__Medal of Honor: Molduga Trousers | | 


A te SR ee Oe ee gen sid 1 


Dragons are ancient spirits that you will encounter during your travels. Interacting with them is required to complete specific shrine quests. Note that they tend to 
appear more frequently during the day, particularly at sunrise. 


Once you have completed the relevant shrine quest, head to the corresponding 
dragon’s habitat, preferably around sunrise — and wait. When a dragon 
spawns, you will see her fly very high in the air first, before moving closer to 
the ground: this is your cue to move. Your goal is to hit the dragon with any 
type of arrow, making the most of the updrafts caused by the divinity to get 
within firing range. The body part you hit will determine the item the dragon 
will drop. The object in question glows during its fall and maintains its aura 
even while on the ground, but it's easy to lose track of it when the dragon 
emits elemental projectiles to deter you. Note that you can only obtain one 
item at a time: to acquire additional drops, you must tackle the divinity at a 
later date. 


Dragon drops can be sold to merchants or to Kilton. Despite the relatively 
high prices they fetch, they have a secret and more valuable application: 


DINRAAL they can be used as powerful cooking ingredients to dramatically extend the 
Pp Shrine Quest: The Spring of Power (see page 211) duration of special effects, such as increased movement speed or enhanced 


defense. Consuming elixirs with such long-lasting properties can prove 
extremely helpful when you need to raid a dangerous area or confront 
extremely strong opponents (such as a Silver Lynel). 


bp Habitat: Appears in the northernmost section of the world map, to 
the north of Eldin Mountains, then travels through Tanagar Canyon. 


DRAGON PAR] 


‚ Horn Shard | Horn/crest | Max 

| Fang Shard | Fang/mouth | High 
Claw | Leg/claw | Medium 
Scale | Rest of the body | Low 


NAYDRA 
Pp Shrine Quest: The Spring of Wisdom (see page 127) 


Pp Habitat: Lanayru region; easy to hit while on the Lanayru 
Promenade, but can also appear at the top of Mount Lanayru and in 
Lanayru Bay. 


FAROSH À 7 mm 
p_Shrine Quest: The Serpent’s Jaws (see page 145) bas NM Dinraal MW Ë 


p_ Habitat: In che region wich many waterfalls to the east of the 
Faron Tower; above Lake Hylia (where she dives in and out of 
the water before crossing over the Bridge of Hylia); above the 


Gerudo Highlands. 


HYRULE COMPENDIUM 


When you receive the camera rune during your visit to the Hateno Ancient Tech Lab, the Hyrule compendium is unlocked with it. Access this by displaying your 
map, then press À or &À twice. 


{The compendium is a collection of 385 entries that you need to fill by taking pictures of the corresponding targets: animals, enemies, plants, and so forth. Every 
|__ time you run into an item or creature that you have yet to encounter, make it a habit to photograph it immediately. Objects that you have not added to your 
\__compendium will appear in orange characters when you look at them through the camera: therefore, if you see a name in orange, take a picture and save it. You 
à__can later open the compendium to find a dedicated sheet offering details on the object in question. 


9 | COMPENDIUM: CREATURES COMPENDIUM: CREATURES (CONTINUED) 


NAME 


West Necluda, Akkala t Highlands AN 
| Hyrule Field, West Necluda if 
| Hebra Mountains, Tabantha Frontier : 


ï „049, \\Hearty Bass 
| | 050 | Staminoka Bass ses 
„051 | | Hearty Salmon E 
| (052 | Chillfin Trout 

| ‚053 | Sizzlefin Trout 

í | In various stables and villages | | 054 ; | Voldfin Trout 
: ‚ Gerudo Desert Een ee E Li 155) 8 Stcalthfin Trout à Ee | ‚Great Hyrule Forest, Eldin Mountains ; 
056 \MighryCarp | Aldala Highlands Lanayru Great Spring | 
| | t Necluda 


7 | Near sables dem 
E Js Side bs Hunt for the Giant Horse Bn 


Hebra Mountain Tabantha Frontier 


din Canyon, B n Mountains 


| Täbantha Frontier, Hyrule Ridge 


| | During the Approach to Divine Beast vah 
ee 


| Busty-Tatled Se Squirrel _ 
| Woodland Boar 


8 | west Necluda 


É | Necluda Sea, Tanayru Sea Ee en d 


Lo 0 a Armored Porgy_ 


a, Neede Sea, Lanayru Sea 
| ‚Sneaky River Snail_ Eee 


12 | Mountain Goat ek , RER, 
13 | White GOA eri | West Necluda, Eldin Canyon dingt | 
04 Mountain Buck : | Hyrule Field, Lanayru Great Spring EA | f 63 |Razorclaw Crab_ zE 
015 en Doe ‚Hyrule Field, Lanayru Great Spring 64 | | | ronshell Crab 


Ka 
| 
IE Lanayru Wetlands, Akkal ghlands zt 65 Bright-Eyed Crab De en Great ne Eldin Canyon AE 


| 
El 
| 
did 
| 


Ì 017. Hateno Cow BR Hateno Village __ BaN 066 Vea en & Around Great Fairy Fountains ed 
018) iettand Sheep rr} East Necluda, Akala Highlands RE 67 | Winterwing Butterfly | ‚Hyrule Field, Tabantha Frontier 
el | Hyrule Field, Lanayru Great Spring Ì 68 | | Summerwing Butterfly 7 
| f | Es | Hebra Mountains, Tabantha Frontier En 9 Thunderwing Butterfly En ú 
ĳ 021 atarando Wolf 5 | lab ntier, Great Hyrule Forest. En | | 070 | 5 Smotherwing eh | (elden Be Death Mountain | 
| 022 e Wasteland Coyote 4 Gerudo esert, Gerudo Highlands | | 071 | Cold Darner À | Tabantha Frontier, Hyrule Ridge | 
023 ; ‚ Cold- Footed Wolf ‘Hebra Mountains, Gerudo Highlands Bl Es | Akkala Highlands, Hyrule Field ae 
024 | Tabantha M Moose 8 | Hebra Mountains, Gerudo Highlands ĳ (rectie Darner_ el Hyrule Ridge erudo Desert Ee | 
(025. Great-Horned Rhinoceros Hebra Mountains, Gerudo Highlands 74 | | Restless Cricker | Hyrule Fie! d, East Necluda 
On STK OSE “abantha Frontier, Akkala Highlands es ee | Bladed Rhino Beetle in | West Necluda, East Necluda_ Er 
Loar, Grizzlemaw Bear | Hebra Mon Gerudo Highlands AEN! 76 | | | Rugged Rhino. Beetle - | Hyrule Field, Faron Grasslands. 


028 | Hylian Retriever 
029, | Blupee RAe Ì Satori Mountain 


AE | Hebra Mountains, Akala Highlands _ 77 | Energetic Rhino Beetle 


030, Common Sparrow _ 


Lanayru. Great ole Hyrule ‘Ridge ol 


[ 080 Tireless Frog Lanayru Great Spring, Hyrule Ridge 


2 | Blue Sparrow 


Ee Ee | ost  ightail Lizard ge 
‚033 | Rainbow Sparrow |__{082 | Hearty Lizard 
| | 034 | Sand Sparrow el ts oedoDeer Ae, al | | ireproo, 
| 035 | Golden Sparrow k Great Hyrule Forest, Eldin Canyon EERE | E 
| | 036 Wood Pigeon ns je Great Hyrule Forest, Hyrule Ridge 
1037 [ RainbowPigeon ĳ e Forest, Hyrule Ridge | 
' | 038 : | Hotfeather Pigeon jk | Ellin Canyon, Eldin Mountains í 
| 1039} White Pigeon he) } ie | | Hebra Mountains, Gerudo Highlands _ de 
| |oso | Mountain Crow _ | | Great Hyrule Forest, Hyrule Ridge | | 
| Foa Bright-Chested Duck _ àl ‚Hyrule Field, Hyrule Ridge el | | 
| [042 | Blue-Winged Heron ze Ie Hyrule ridge, Faron Grasslands ne à ne Ee a. Hebra Mountains, Gerudo Highlands Ee A 
ì | ‚043 PE Een | Hyrule Field, ‚Hyrule Ridge Oe id __ Gerudo Highlands, East Necluda ek | 
| Í (os | Islander Hawk Biel Hyrule Field, HyruleRidge Re | | 088 | Keese les Í Hyrule Field, East Necluda di | 
i loss hi Ee ned se „Akkala Sea le [089 | ae kerse ae: [dn cangen, Eldín Mountains en | 
| 046 | Eldin Ostrich Ss: ze 090 | Ice Keese ee \ Hebra Mountains, ‘Gerudo Highlands Pe 
‚047; | Cucco SA | | ‚091 | Electric Keese hao his | be 


Loss | | Hyrule Bass __Lyrule Field, vet Sl 092 waer DEES 


COMPENDIUM: MONSTERS (CONTINUED) 


NOTES 


: | Hyrule Ridge, Deep Akkala 


5 Je Gerudo Highlands, Tabancha Frontier 
| Gerudo Highlands, Gerudo Desert 


| Hyrule Ri ge, West Necluda 


zes Bokoblin 
|_104 | Blue Bokoblin 
[105 | Black Bokoblin 

| 106 | salon 


Ì | Hyrule Field, Eldin Canyon en 


Ô 
snede 
f 


EE Greater Hyrule d, 
anayru Great Spring, Gerudo Desert 


114 | puc zalen zen wal 
115 | Black Lizalfos 
6 | Stalizalfos Ä | see 
LW | | Fire-Breath Lizalfos Be: 
‚U$ eere los el 


Ì en Frontier, Gerudo Desert 


din Canyon, Gerudo Desert 


[120 | Siver Lizalfos ten 
121 | Iynel_ eer 


| Hyrule Field, Akkala Highlands 
8 Hyrule Castle 


uardian Skywatcher B 
| Guardian Turret __ 


127 | 


129 | | Sentry } hs ĳ ad f ä | Hyrule Field, ‚Hyrule Castle 
30; Guardian Scout 1 dl Various shrines 

131 | Guardian Scout IL_ | various sh 

| uardian Scout Lig 


‚ Various shrines_ 


Ad Á 
uardian Scout IV | Various shrines 


| locations 
Í ‚ Surprise atracks ir in various locations 

4 

Clan Hideout 


| See map on page 328 


} | E ldin Canyon, Eldin Mountains 


Lit | Frost Pebblit pn Ke 
‚145 ‚ Hinox zE, 

146 | \ Blue Hinox AA 

|L 147 | | Black H Hinox N ny 


} 
_{ See map on page 328 


| Eldin Canyon, Gerudo Highlands Ee 
| tiyrule Field, Great H Hyrule Forest ep 


| rule Field, Fldin Canyon. Ee GR 


| Great Hyrule Forest, Gerudo Highlands ä Ì 


k Gerudo } Highlands, Hebra Mountains ie 


1 Great Plateau, Death Mountain 


| Various shrines 


l \ Karusa Valley, ucorise attacks in in various 


5 | | Hebra Mountains, Gerudo Highlands 


| Cursed Moblin Eis 
|Cursedlizalfos 


| 154; _| Dungeons, Hyrule Castle 


15 


| 157 | FireblightGanon 


Ì 


E 158 | Waterblight Ganon_ it 


{159 | Windblight Ganon heg 


NAME 


Á 
z NOTES 
| S 328 
nn "-{ See map on page 
149 Ë Molduga_ | eed 
‚150; | Dinraal al |Norho of Eldin Mountains Rr 
51, | Naydra_ É _lanayru Promenade Ì 
bot bn ___Loraboedte Gerudo hands 
| 155} Cursed Bokoblin_ 8 | Dungeons, Hyrule Castle 


ain Hyrule ln Armen 


) 


1163 Palm Fruit meen | at Nedads, beras À 
1164 | Wildbeery Bte | Hebra Mountains, ‘Gerudo Highlands nps | 
Î 165 | | Hearty Durian En ‚West! Necluda, Faron Gras: lands MS | 
166 \Bydromelon ee 
í 167 | atd a (nst ek Gerudo Desert, Tabantha Frontier Asen | 
_, Gerudo Desert, Gerudo Highlands _ En 

| Tangyru Werdands,lanayru Great Spring | 

1 É de | Hyrule Field, West Nectuda | 

Î In | Endura Shroom En ij ‚ Hyrule Ridge, ‘Hyrule Field _ || 
173 | Stamella Shroom iË Hyrule Ridge, Hyrule Field ek 5 

| 4 Great Hyrule Forest, Hyrule Field INA | 
| Í ] Le Hcbra Mountains, Great Hyrule Forest | 
| 176 Chilishroom ge ik Hebra Mountains, Mount Lanayru. | 
[17 | | Sunshroom_ sle De | Elin Canyon Gerudo Highlands : ol 
| 178 | Zapshroom nd ie Deep Akkala, Gerudo Highlands oe | 
09 oden 
HI | Great Hyrule Forest, Tabantha Frontier 5 
Í 181 | ree, {5 | West Nectuda, East Necluda 5 zere | 
nes | Silent Shroom_ d Lanayru Great Spring, West N Nedluda At: | 
| __ Hyrule Field, Akkala Highlands dat | 
| Hyrule Ridge, East Necluda 5 | 

| 185 Akkala Highlands, Lanayru Great Spring } 
| Í Hebra Mountains, Gerudo Highlands Ee 
he | Gerudo Desen, Hyrule Ridge What 1e 

Gerudo Desert, Hyrule Ridge | 


k ie Kakariko Vi ee 


H 
Î 


193 | | Mighty Thistle 
194 | Armoranch 


ourser Bee Honey Mes, ‘Hyrule Fie Field, Tabantha Frontier 
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COMPENDIUM: WEAPONS ( 


NAME 


(CONTINUED) 


Î (198, ‚ Master Sword _ 
jan 


‚200; | Torch 


| 201, ‚Soup Ladle 


202 | | Boomerang 


204 | | Traveler’ s Sword 

25 | soldiers 's Broadsword 

| 206 | Knight's Broadsword 

| (207 | Ï Royal | Broadsword 

| 208 | í | Forest Dweller” s Sword 


| 
| 
| 
| 
| 
ie 
Ï 
| 
i 
Ï 
k 
| 


| Zora Sword 


| Feathered ge 


| Gerudo Scimitar 


Í 
í 
seb 
Ï 


23 | Scimitar of the Seven 


(214 | Eightfold Blade 
215 | ‚Ancient Short Sword E 


2 16 | Rusty Broadsword 
| Royal Guard’ s Sword 


[as | | Flamcblade 5 


29 | | rostblade 

i \ 220 | Thunderblade 
[221 | | Boko Club 

[ 222 | Spiked Boko Club _ 


| 22 224 | Lizal Boomerang 

| ‚225 | Lizal Forked Boomerang 
| „226 | Lizal Tri-Boomerang 
| 227 | Guardian Sword 

| 28 | Guardian Sword+ 


' | Guardian Sword++ 


[vet Sword 


234 | 
| 235 IE 


| 
L 
| 
| 


236 


Meteor Rod 


| 
Í 

| 233 | Fire Rod _ 
if 


| Thunderstorm Rod 
\ Vicious Sickle 
) | | Demon Carver 
| Bokoblin Arm 
| Lizalfos Arm 
| | 265 | Korok leaf r 
| 244 | | (ning, Hoe 
245 | Boat Oar 
las’ | Woodeutter's Axe Ee 


‚199 | | Tree Branch _ 


203 | | Spring-loaded Hammer 


Moonlight Scimitar 


223 | | Dragonbone. Boko Club 


| } Dropped by Iynels 


es Forest 


‚ Hyrule Field, Tabantha Frontier 
\ West Necluda, Faron Grasslands 
| Kilton’ s shop. 


yrule Field, Vest Necluda 


í | Gerudo Desert, Tabantha Frontier 


prcat Hyrule Forest, Hyrule Eield 


‚ Tabantha Frontier, Huld Field 
| Gerudo Highlands, Gerudo Desert 
| Gerudo Highlands, Gerudo Desert 


| Reward for clearing Divine Beast Vh 
| Naboris dungeon 


| 


| West Necluda, Lake Hyla 
| Akkala Ancient Tech Lab 


Hyrule C astle 


| Coliseum udes. East Necluda 8 
| } Gerudo Highlands, Coliseum Ruins 
| Coliseum Ruins, West Necluda 
| Hyrule Field, West Nechuda 
| Faron Grasslands, East N eeluda 
| Hyrule Ridge, Necluda Sea 
| lake Hylia, Lanayru Wetlands den 


erudo Desert, Tabancha Frontier 


\Dropped by Guardian Scouts I 


| \Dropped by Guardian Scouts Luig 
\ Dropped by Guardian Scouts IV 
| Dropped by Bluc- Maned Iynels 
i | Dropped by White- Mancd nes, Silver 
Í hohe 
| | Crenel Hills, Hebra Mountains 


| Gerudo Highlands, Eldin Canyon 


| | crenel Hills, Gerudo Biahlanas, Hebr 


‚ Mountains 
| West Necluda, mls Ridge 
Ken Hills, Hyrule Ridge 


Dropped. Dn viga Foorsoldiers 


Dropped by Stalkoblins 


Ô 


Dropped by Stalizafos 
Hy yrule Field, West Necluda 
Hir ule Field, West Necluda 


| East Necluda, Necluda Sea 


| | tyrule Field, West Neede. 


| Great Hyrule Forest, Hy rule Field 


| abantha Frontier, Aldala Highlands 


Iyrule Field, Eldin Canyon, Hyrule (Gaste. 


G 
| Hebra Mountains, Akkala Highlands 


| Bat Field, Faron, Grasslands_ | 


í | Lanayru Great Spring, East Necluda L 


| 
| 
| 
nd 
| 


Double Axe 


Traveler’s Claymore 


jee 
Ì 
ĳ 
sj 
| 
| 
| 
| 


252) | ‘Knight s Claymore 


Soldier” s Claymore 


1253 | Royal Claymore eR, 


| 254 | | Silver Longsword 


| 

\ 256 | Stone Smasher 
| Boulder Breaker 
: 


| 258 Ke Golden Claymore Se 
| 259 | | Eightfold Longblade we 

| Edge of Duality_ ï ae 
Ancient B Bladesaw o 


262 ij Rusty Claymore 


263 | Royal Guard's Claymore 


| 
jd 
| 
| 
| 
| 
1 
zl 
Fr 
Ê 
| 
ke 


| 264 | Great Flameblade 
| reat Frostblade 


 Spiked Moblin Club 
| Dragonbone Moblin Club 

23 | | LA Battle Axe 

274 | | Ancient Battle Axct 

Ancient Battle Axe++ 


| Oe Iynel Crusher 
| 278 | | Savage Lynel Crusher 
8 Ï 


| Windeleaver 


‘| Moblin Arm 

| Wooden Mop 

| 282 | Farmer's Pitchfork 
(283 | 
[284 | 
(285 | 
286 


‚ Fishing Harpoon 
Throwing Spear 
Traveler’ s Spear 
Soldier s Spear 1 
‚ Knight’ s Halberd Ì 
Se Royal Halberd 


| 
| 


i Forest Dweller” 's Spear 
} 290 Zom Spear 
| 3 | Silverscale Spear 4 
| Ceremonial Trident a 
| en Trident 


ron Sledgehammer 


Giant Boomerang 


| j_Lanayru, Great Spring, Lanayru Werlands_ 


Cobble Crusher 


Í 
Zi 


í | Hyrule Field, West Necluda 


| | Hyrule Ridge, Necluda Sea 


| Dropped by Guardian Scout IL 


ynel Crusher 


‚Iynels 


Î | ast Necluda, Lake Hylia 


| ibantha Frontier, Gerudo Desert 


5 | me C eremonial Song shrine quest 


At various, stables 
‘Eldin Canyon, Akala Vighlands 


West Necluda, Hebra Mountains, 


Hyrule Field, West Necluda ee | 
| Hyrule Field, Faron Grasslands En Se 
Gerudo Desert, Tabancha a Frontier ke | 
Gerudo Desert, Tabantha Frontier, „Hyrule C Castle 
| Eldin Canyon, Eldin } Mounraios K. 

| | Eldin Canyon, Hyrule Field He H 


| | rldin Canyon; Divine Beast vah huiien 
| dungeon reward 


Ì 


| Gerudo Highlands, Hyrule Ridge 


West Necluda, Lanayru Great Spring, 
| Akkala Ancient Tech Lab 
Hyrule Field, Eldin Canyon, ‘Hyrule Castle 


Hyrule Caste 


Coliseum Ruins, Eldin Canyon 
Coliseum Ruins, Hebra Mountains 


oliseum Ruins, Tabantha Frontier 


Iyrule Field, West Necluda Ì 
‘Faron Grasslands, East Nechuda | 


| | Gerudo Highlands, Faron Graslands 
| Hyrule Field, Akkala Highlands 
| Hebra Mountains, Eldin Mountains 


| | Dropped by Guardian Scout II Í 


| Dropped by Guardian Scout WV Í 


| | Dropped by Lynels 


Î )ropped. by Bluc.Maned Iynels 
| Dropped by White-Maned ee Silver 


í j Dropped | bri Vga Blademasters 


| | Dropped by Stalmoblins 


| East Necluda, Hyrule Field. 


| Fast Necluda, West Necluda 


zl West Necluda, Hyrule Field 


| West Necluda, Hyrule Field 


rule Field, Faron Grasslands 


Gerudo Highlands, Tabantha Frontier 
‚ Great Hyrule Forest, Hyrule Ridge 


| Lanayru{ Great Spring, Lake Hy lia 


hel Highlands, Lanayru G reat Spring 


| Clear the Divine Beast Vah Ruta dungeon 


| ‘Eldin Canyon, Hebra Mountains 


me eG of 
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[27 À 

gk Sn , De | H 35 | ELO shops N 

| 299 aser Halberd in en | Hyrule Field, Great Hyrule Forest se: | | en zene voren We es ang nl zie at j 

| 300 ‚ Royal Guard's ‘Spear | | Hyrule Castle | Bek ge jshopsn En 
| 301, Flamespear en Ë | Coliseum Re |Ruins, Hebra Mc Mountains E ee | | 347 | SHE AD Dropped by Lizalfos, available i in certain ke 
(302 | Frostspear | Coliseum Ruins, BicbaMan | | B B oamannneneenn enn EDO sneren tennessee B: EKTRAS 
(305, ‘Thunderspear 185 Ruins, Hyrule Ridge | | 348 Í Bomb Arrow | do nne Ï 
304) Boko Spear É ‚West Necluda, Hyrule e Field AS a | | 349 | Ancient Ar Arrow Fe | Hyrule Castle, Adala cient ‘Tech DE | ij 
[ 305 | | Spiked Boko Spear „ | Faron Grasslands, East Necluda beng | 350 | Hylian SI Shield NE ‚Hyrule Ca Caste'sLockup KE | 

| 306 | | Dragonbone Boko Spear | Necluda Sea, Hyrule Ridge zel | | 351 | Pot RO ie ar cooking pos | 

| 307 ; ‚ Moblin Spear | Faron Grasslands, Gerudo tighlands Ed N | 352 \ Wooden s Shield han Hyrule Fi Field, East Neeluda Ee 

| ‚ Spiked Moblin Spear A | Gerudo Highlands, Akkala Highlands Emblazoned ‘Shield East Necluda, Hebra Mountains | 

| | Dragonbone Moblin Spear | | Hebra Mountains, Eldin Mountains _ | | 5 | Hunter’s Shield Hebra Mountair 1 Mountains te | 

| 3 | Lizal Spear Ie ee Lanaye Wetlands, East Necluda. | | 5 | Fisherman's Sh Shield, # Í East Necluda, Hebra Mountains | 

311 | | Enhanced Lizal Spear En | Tabantha Frontier, Gerudo Desert | |356 | Traveler’s Shield ha ruk Field, West Neclu 4 ee 

| 312 | Forked Lizal Spear | | Eldin Canyon, Aldala Highlands | | 357 | Soldier” s Shield | | Tabantha Frontier, Hyrule Field 

| 313 | Guardian Spear _ ‚Dropped by Guardian Scouts u Ei | [358 | ï | Knight's Shield | Hebra Mountains, Eldin Mountains 

| 314 | Guardian Spear Ee | Dropped by Guardian Scous HI Zn | 1359 | | Royal Shield IE Hyrule Castie, Hebra Mountains 8 í 

| 315 | | | Guardian Speart+ a | Dropped by Guardian Scouts IV Bee | | 360 | Forest Dweller’ s Shield | Great Hyrule Forest Ee | 

| 1316 | |Iynel Spear he ij en En tie | | 361 |stvershied er. E Lanayru Great Spring, Take Hylia_ RAC. | Jm 
E 317 | | Mighty Iynel Spear | | Dropped by Blue-Maned Inels d en | | 362 | | ‚Kite Shield ‚ Hebra Mountains, Tabantha Frontier | 

| 318 | | savage tael Spear | Dropped by White: ‚Maned ds Silver | | 363 | | Gerudo Shield ore | Gerudo Highlands, Gerudo Desert | 

Î Dede BES | | 364 | Radiant Shield sien ‘Gerudo Highlands, Gerudo Desert ha Ee 
[39 | Bow of Li Light Rn, | Available in abos battle bk eee. od basta Kewaed er deni Diabse Beds ik | 5 COMPENDIUM 
Ì 320 JEE, ‚Hyrule Field, West Necluda hee | De En IN ‚_Naboris dungeon Eler Ì 5 
| [321 | Traveler So d Hyrule Field, West Necluda | | 366 \ Shield ofthe Mind's Eye __ | West Necluda, East Neeluda | 
| | 322 | | Soldier’ sBow Hyrule Field, Faron Grasslands ES il | abh Ancient ‘Shield Re | dala Ancient Tech Lab | 

| | 323 | | Knighe s Bow | Gerudo Desert, Tabantha Fronrer eh | Ze EA 5 Hyrule case | 

324 | | Royal Bow An ‚ Tabantha Fi Frontier, Hebra Mountains sie | 9 | Royal Guards Shield Û | Hyrule Castle vr Ds | 

| 325 | | Forest Dweller sBow_ \ Tabantha Frontier, Hyrule Ridge ì 1370 ele, ai BERDE se | ou Field, es Necluda É À 

| 326 | | Silver Bow | Lanayru Great Spring, Akkala Highlands | | GLA Shield | Rn erslaausg Be Neeluda Ì 

| 327 | | sw Ee Bow | Rito Vilage Hebra Mountains | | ‚Dragonbone Boko Shield ë ‚Hyrule Ridge, Necluda Bear | 

[5 328 Falcon Bow Se | Tabantha Frontier, Hebra Mountains | | 373 | |Lizal Shield il Lake Eija) Necluda | 

| se | den di | en Ee ed bite ni ng | | 374 | | Reinforced Lizal Shield Tabantha Frontier, ‘Gerudo Desert | 

Je | ce | Medoh dungeon | 375 | Steel Lizal Shield  Hebra Mountains, ‘Akala Highlands | 

| 330 | | golden Bow A 5 | Gerudo Highlands Gerudo. Desert En Í | 376 | | Guardian Shield B Guardian Scout IL | 

| 331 Phrenic Bow West Necluda, Fast Necuda HET | „377 \ Guardian Shield+ me dian $ | 

3 Har | Ancient Bow | Alda Ancient Tech Lab Ee Ë E | | 378 | Guardian Shield++ 

| 335 | | Royal Guard's Bow is | | Hyrule Caste EE | 1379 | IynelShield _ { Droppedbylynels 

[ 34 | \ Boko Bow Ee | tiyrule Field, vest Necluda_ ief | | 380 id Lynel Shield | Dropped by Blue-Maned Inels ee 

L 335 | | Spiked Boko Bow Se gE | Faron Grassands, East st Nechuda eN: _ 8 | | Í sage L nel Shield | rn by White- Maned Ignek, Sikver | 

13 336 | ‚Dragon Bone Boko Bow | yrule Field, Hyrule Ridge SM nmmr —_ 

| 337 | | Lizal Bow | Lanaye Great Spring, Lanayru Verlands | 

| 338 | | Strengthened Lizal Bow | | Täbantha Frontier, Gerudo Desert | Le | COMPENDIUM: TREASURE 

| 33 9 | | Steel Lizal Bow | Hebra Mountains, Akkala Highlands | 

| 30, Lynel Bow | Dropped by tynels | 


NAME 


| Gerudo Spear 


en Spear 


Ì (Savang Lynel Bow 


| Duplex Bow 


í | Gerudo Highlands, Gerudo Desert 


| | Akkala Ancient Tech en 


Mighty Lynel Bow ‚ Dropped by Bluc- Maned Iynels 


PONS (CONTINUED) 


| East Necluda, Hyrule Field 


ropped by White- -Maned Lynels, Silver 
| Lynels 


| Gerudo righlands 
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| 3áá | Arrow 


reasure Chest 


E Deposit 


3 5 | | Lumin nous ‘Stone Deposit 


\ Dropped by Lizalfos, available in certain 
H shops_ 


| annen 1 Lizallos, available in certain 


All ov Hyrule 


over Hyrule 


ú al over Hyrule 
Mij All over Hyrule 


He 


| 


Ï 
Í 
| 
í 
Í 
Í 
í 
L 


GRANTÉ: If you have completed the “From the Ground Up” side SHOOTING STARS: Whenever you notice a shooting star in che 


quest (see page 232), you will find this character in Tarrey Town, on night sky, look where it lands. If you head to that destination, you will 
the terrace of the building to your right when you enter the settlement. find a star fragment — a mysterious stone that is required in certain 
Granté, who is actually the son of Robbie, sells a select number of cooking recipes or to upgrade specific pieces of equipment via great 
highevalue articles that you can acquire only once by traditional means. fairies. 


‘This includes the Hylian shield (from Hyrule Castle's Lockup), and the 
unique armor pieces that you can retrieve from various shrines. These 
articles become available in Grantés selection as and when you obtain 
them in the game. Should you break your Hylian shield or sell certain 
pieces of armor, this shop enables you to buy them back. 


RIDING WILD ANIMALS: With stealth bonuses and a very careful 


Cuccos can be found in Kakariko Village, among many other places. approach, it is possible to take deer and bears by surprise and ride chem 
‘Take care not to overdo it, though: if you strike a cucco too many times, as you would a horse. Wild animals are less compliant and cannot be 
you will be attacked by a horde of hens seeking revenge! registered, but this can nonetheless be a fun challenge. 


| 
| 
| 
| 


FIRE IMMUNITY: Uncil you can afford a complete flamebreaker REFRESHING RUSTED WEAPONS: Instead of tossing a bomb 


armor set upgraded to Level 2, note chat there is a way to make Link at a Rock Octorok while it is inhaling; ery throwing a rusty weapon or 


temporarily immune to fire: submerge him in warer. Once fully soaked, shield. “The creature will return the irem to you in brand-new condition! 


he can stand in flames wichout harm for a short period of time. 


SHIELD-SURFING: Shield-surfing works not only on snow, but also 
on grassy areas. Avoid rocky terrain at all costs, on the other hand, as 
this depletes shield durability very quickly. As a rule, only the sturdiest 
shields will enable you to shield-surf over long distances. Press @ to 


TOSS A BONE: If you throw the arm of a Stalizalfos, it will return to 
you like a boomerang. 


perform a 1080 spin while shield-surfing, (a possible reference to a 
classic snowboarding Nintendo game), and simultaneously press @® and 
tilt © sideways to execute tricks. 


DOG TREASURE: If you offer chree pieces of fruit and/or meat to a 
dog, it may lead you to a treasure chest in the area, ‘The location of the 
dogs that might do this are listed in the table below. 


SWIMMING FASTER: You can swim faster without armor. 


Lurelin Village | 


Silver Rupee : Star Fragment 

„Bomb Arrow x5 _{\__ HighlandStable {Silver Rupee 
| ShockArrowxl0 | TakesideStable | Forest Dwellr's Spear | 
| _SnighsChaymore ‚_ Outskitstable | SiverRupee | 
Ice Arrow x10 if Gerudo Canyon Stable | Tee Arrow x10 Í 
Sartagment || SerenneSable …\__ Gold Rupee 


_ Feathered Spear _ Wetland Stable 


nly after Tarrey Town is Lully developed by 
completing the “From the Ground Up” side quest. 


LAST DITCH EFFORT: When climbing, if vou perform a jump while 
your stamina wheel is in its final red section, you will cover twice the 


BARE FOOT: Try to open a treasure chest while wearing no leg armor. 
Link will go through a special pain animation. 
kel o 
usual distance. 


N 
ras Littin or 
ZEEIDA 
BREATH WILD 


SECRETS AND EASTE] 


EVERY LITTLE HELPS: You can retrieve arrows stuck in a wooden 
shield after defeating che opponent who fired them at you. Similarly, if 
you dodge arrows from an enemy archer, you can collect them afterwards. 
You can also retrieve your own arrows when they miss their target. 


(GGS 


(CONTINDED) 


AERIAL RECOVERY: Whenever you are sent flying, such as when 
caught in the radius of an explosion, you can draw your paraglider while 


airborne to cut short the animation sequence. 


SELFIES: Link can take selfies with his camera. With the rune 
activated, press ®, then take a picture as usual. You can make him adopt 
one of eight different poses: four with ©, and another four with @& + ©. 


THE HORSE FAIRY: If you head to the Malanya Spring in the 

Lake Tower region, to the southeast of the Highland Stable, you will 
come across what looks exactly like a Great Fairy Fountain. but is 
not. Examine the fountain and pay a flat fee of 1,000 rupees to make 
Malanya appear. This unsettling character is none other than the horse 
fairy, and offers the unique service of reviving horses thar have perished. 
This can be a welcome feature if you happen to lose your favorite steed, 
such as the remarkably fast white horse obrained during the “Royal 
White Stallion” side quest. 


LORD OF THE MOUNTAIN: This unique creature can be found 

at the rop of Satori Mountain, to the south of the Ridgeland Tower. 

Its availability is clearly signposted by the presence of a large blue glow 
that can be seen from a long distance. When you move within range, 
cautiously make your final approach from behind the horse, ideally with 
a maximum stealth bonus and by crouch-walking at all times. When 
you are only a few steps away, sprint and quickly press @ to mount 

the creature, chen tap € rapidly to prevent it from dislodging you. If 
you soothe it efficiently, you should need approximately two full circles 
of stamina to fully subdue it. The Lord of the Mountain cannot be 
registered in stables, but it offers fully maxed-out attributes — making it 
incredibly fast. It's also an entry in your compendium, so be sure to take 
a picture of it before you let it go. 


COLISEUM RUINS: The Coliseum is a dangerous landmark teeming 
with enemies. Ir is located to the north of the Great Plateau. As you 
progress in the adventure and cause monsters to rank up (see page 300), 
the Coliseum will eventually host many high-level opponents. These 
include a Silver Lynel — porentially the hardest creature to defeat in the 
game — as well as various foes equipped with elemental weapons. This 
means that a single successful lare-game raid here will enable you to fill 
your inventory wich an arsenal of blades infused wich fire, lightning, and 
ice. You can also find two treasure chests at the very top of the ruins. 


nee 


LOCATION 
_Arbiter’s Grounds _ 
Bannan Island 


en Bi ge of Bylia_ 
_Crenel Hills, Crenel Peak 


_Eagus Bridge 


Faron Woods Bn 

‘Forest of Time 

| : ___GerudoDesert — 

es 3 ) Gleeok Bridge 

5 Goponga k Island — 0 
Goron City ear 


ramen pn se 


| 
Û Horon Lagoon 
| 
F 


Horwell Bridge _ 


PA E ì j Hyrule Field 
de Irch Plain 
ï Kaepora Pass 
ĳ en ___Kakariko Village 5 
Keri Kanalet Ridge p 


Lanayru 


é Lost Wo ds 
Vd Lulu Lake 
__Mabe Village 


_Mercay Island 
Mido Swamp _ 


Molida Island : 
_Mount Daphnes 


_ Rauru Settlement Ruins, 
_Rauru Hillside 


Romani Plains 


Spectacle Rock 


| 
| 
| 
| 


Stinger Cliffs _ 

| A ‘Tabahl Woods en 
ln etape 
le Temple of Time EEE 
& Tingel Island 54 


Toto Lake 


Trilby Plain. 


ek je me _Zauzlsland 
| Zora’s Domain_ 


„ EASTEREGGS Te 


The world of Breath of the Wild is full of subtle references to previous instalments in the series. 


|A great bridge that spans Lake Hylia in 1 Twilight Princess 
en | Mount Crenel is a mountainous sas in The Minisb Cap 
Death Mountain N 


iE |A En of Hyrule in la ‘Princess 


Goron Hot Springs À En el dE | | Locations in Majora' 'sMask and adt where Linke can recover ‘his hearts Se vn A 


Hyrule Castle 


| | Arecurring { town. in Be series 


Staken 


Linebeck Island _ ss 


5 Mount Floria, Lake Floria, Floria River 


de \ Romani isthe younger of two sisters who ke care of Romani Ranch i in Majora 'sMask 
Seres Scablands Oee 
5, | TA recurring rock formation i in the series 
Spring. of Power/Courage/Wisdom Ki 


| A recurring temple in thes series 


Ren £ Toronbo Beach ie 


Taft Mountain ed 
| zanz is the blacksmith. who forges the Phantom Sword for Link in Pbantom Hourglass _ ans kaden 


| © REFERENCE 
The fourth dungeon in Twilight Princess, located in the Gerudo Desert 
An island i in a northwest of the World of the Ocean King in Phantom Hourglass 


[me ‘region: where Link begins his quest in Oracle of Ages es 


[A town from. Ocarina of Time 


| |A large, grassy region at the heart of Hyrule in many. instalmentsi in the s series 


| rch is the name of a Korok in 7 he Wind. Waker 5 
| Kaepora Gaeborai isa recurring character in the series, ‚who offers information and advice to, i 


A recurring lake i in the series 4 
| A divinity and province name. ‘appearing in both Twilight Princess and Skyward: Sword Ren rts Ade ne 


í Linebeck is the en of the steamboat that Link uses LO travel i in Phantom Hourglass 


sthe singer of popular Zora band in. jor Mask 


PO] Belo Ee |A smal village on Koholint Island in Link 's Awakening — 
hiel _ Martha's Landing 


ï | Martha isa mermaid a encountered i in Zink’ S4 jkenin 


Ralis is th prince of the Zora in Twilight Princess ie 


| Rauru isa recurring figure i in the series — an ancient Hylian and the Sage of Light i in Ocarina of Time, memorialized in — 
Ì one of the stained glass windows in Hyrule Castle’s basement in The Wind Waker 


| on REE: and Wisdom are the names of the three wiangular pieces that form the Triforce he 


Tal al Mountain Range and Tal Tal Heights are mountainous ee, located or on Koholint Island i in n Link 's Awakening & 


| Trilby Highlands, a location from The Minisb Cap_ 
Tutti is the ek of Hytopia in Pri Force Heroes 


JA town from Ocarina of Time 


El 
$ 


zone LEGE 


RESTA WT 


351 


If you are looking for specific information, this alphabetical listing is just what you need. 
To avoid potential spoilers, note that critical page references are written in red. EEE ke 
| Guards’ Chamber Koko’s Specialty 223 


| } Gyroscopic Controls Í 30 | \ Gide Quest) 
| EN EEN 
fd À Brother's Roast } 202 ; | Bokoblin Mask | 281 Hi Dark Beast Ganon Ì_11{ | Fierce REE Clothes 282 | | Hateno Tower Region | | { Korok Seeds 123, ï 
{__ | (Shrine Quest) |___{ {Bomb | 28, | | Dark Hood | 261 | 282 | | sl 1-30 
©__ | Afragmented Monument, 141 | | 0) | Fa Trousers Last! | 257 | | Hawa Koth Shrine | 157{ | KorshO'hu Shrine _ | 160! 
©__| (Shrine Ques) | | | Bone Atk. Up | 280 | | Dark Tanic | 281 |rind the Fairy Fountain | 223 | | Healing ï | | Kub Takkar Shrine 2 
' | A Freezing Rod | 262 | | Boom Bam Golf | 341 | \_ | Death Mountain's Secret 1275 | | Gide Quest) Ì | | Heart Containers | \ Kuhn Sidajj Shrine | 197 | 
j__| Side Quest) | || Bosh Kala Shrine Lus) | Side Quest) | k | Fire }__26 | | Heart Restoration | } Lake Tower Region DEN 
\___{ A Gift for My Beloved 228 | | Bosses | Decayed Guardian { 311 | | Fire Chuchu | 302 | \ Heat Resistance | | HE 
| (Side Quest) || } Bows Í Deer Hunting | 339 | \ Fire Keese | 303 | | Hebra Tower Region Ì } Lakna Rokee Shrine | 122 | 
| A Gift for the Great Fairy 268 | | Bufís | 280 | | Defense Up Kel | Fire Wizzrobe | 305 | | ‚58 | lanayru Tower Region | 130, | 
(Side Quest) |__| |ByFirefiy's Light | 223 | | Descent | 13 \ Ì Fireblight Ganon 1-95 lers Miu Shrine | | 34 
LAGi fromthe Monks __… 264! | Gide Quest) ï {| DesertVoe Headband | 282 | | Fire-Breath Lizalfos \ 308 \ | High lemperatures | | Landmarks | 15 | 
(Side Quest) Í | Calamity Ganon | Desert Voe Spaulder ï 282 | { Fireproof Î 280 | | Hila Rao Shrine Í ‚ Lanno Kooh Shrine 11 
A Gift of Nightshade | 245 | { Camera Í Desert Voe Trousers | 282 IE ‘ Fireproof Lizard \_272 | | Hinox IE | Launchers 31 | 
\ (Side Quest) | Cantus | 16 | | Destroy Ganon 10 ‘ Roundup (Side Quest) | | | Ee Legend (Map) 1. | 
| A Landscape of a Stable | 200 | ‚ Cap of the Hero { 283 | | Detection 18 | | First Gatehouse 107 | | Hobbies of the Rich | 5 
| (Shrine Quest) |__{ | CapoftheSky |_282 | | Diamond Circlet \_281 | | Fish | 23 | | Gide Quest) | | Legendary Rabbit Trial | 263 | 
| A Parent's Love (Side _{ 276 | | Cap of the Wild | 283 | | Difficulty {11 | | Flame Guard | 280 | | Horse Equipment Í (Side Quest) | | 
£_ | Quest) | | | \ Cap of the Wind | 283 | | Dila Maag Shrine | 158 | | FlamebreakerArmor _ \ 282 || Horse Fairy | Leviathan Bones 26á 
| A Rare Find (Side Quest) | 268 | | Cap of Time | 283 | Dining Hall {106 | | Flamebreaker Boots | 282 | | Horscback Archery | 3 Side Quest) | | 
Î A Royal Recipe | 269 | | Cap of Twilight | 283 | | Dinraal | 343 | | Flamebreaker Helm __ | 282, | Horses tu} | Library | 106} 
| Í | Gide Quest) Ï || ‚ Captured Memories | 48, | | Disguise } 280 | | Flight Range | 336 | | | 299 | | Lightning Proof. | 280 | 
Î |A shady Customer 1227) | (298 | Divine Beast Controls | 56 | | Flown the Coop | 221 | | Hunt for the Giant | 247 || Little Sister's Big | 277 
Î (Side Quest) Ĳ | Carry the Ice! | 334 | | Divine Beast Vah Medoh {79 | | (Side Quest) í | | Horse (Side Quest) | | | Request (Side Quest) | | 
| pede 139 WH | Central Tower Region | 18, | | (Ring Beast Vah Medoh | 80 | | Flurry Rush | 20 | | ak Homeowner | 231 | | Lizalfos | 308 | 
ze ASR Ee vee PARE {___| | Focus ene Ee OE |____| | Lizalfos Mask | 281 
|___{ A Wife Washed Away | 239 | | Chaas Qeta Shrine í 8 Divine Beast Vah | 65 | Í Follow the Sheikah Slate ‘38 | | Hylian Hood | 283 | | Loadout | 12 
(Side Quest) | | Champion's Tunic | Í | Naboris Í | | Food (Cooked) \ 296 | | | | Lock On 20 
Added Effects | 280 | | Character Progression | 25 | | | Divine Beast Vah | 68 | | Food (Frozen) |, Í } Hylian Shield {106} | Locked Mementos 46, 
©___|Akh Va'quot Shrine | 180 | Charge Atk. Stamina Up | 280, | Naboris Dungeon Ï IE | 25 | | Hylian Trousers 283 | | 48 
! | Akkala ‘Tower Region | 209, | | Charged Attack | 20 | | Divine Beast Vah 89 | | Food (Materials) | 293 | | Hylian Tunic | 283 | | | Lockup | 106 
| Ï | 274 | EChests (Shrines) | 15 | | Rudania | | Food (Roasted) | 295 | | Hyrule Castle | 104 | | Lord of the Mountain 350} 
\__| Altitude Management _<_Má | | Chuchu | 302 | | Divine Beast Vah L_92 | Footrace | 337 | | Hyrule Compendium | 34 | | Low Temperatures | 2 
\__| Amber Earrings | 281 | | Chuchus F2 | Rn EREN \__| ‚ Forbidden City Entry | 64 | | Ice Chuchu | 302 | | Luminous Stone | 238 | 
| An lee Guy (Side Quest) \ 251 | Climb Speed Up | 280 || Divine Beast VahRura | 54} | Forest Octorok | 304 | | Ice Keesc | | | Gathering (Side Quest) || 
| Ancient Cuirass (282 | | Climb Stamina Up | 280, | || Free Roaming |-40/| | Ice Wizzrobe | 305 | | Lynel 1320, | 
| Ancient Greaves Í 282 | Climber's Bandana Í 281 Ï | Divine Beast Vah Ruta <56 1 { Free the Divine Beasts | 46 | | Tce-Breath Lizalfos í 308 || | | 328 | 
| Ancient Helm | 282 | | climbing 15 | Dungeon | |} rog Catching (Side | 237) | | Igneo Pebblit | 314, | | Tynel Mask |_281| 
‘ Ancient Proficiency | 280 | Climbing Boots {281 | Diving is Beauty! Í Quest) H i | Ï 328 | Lynel Safari (Side Quest) | 237 | 
Frar Animals |_22 | | Climbing Gear Í | Side Quest) 1 From the Ground Up | 232 | | Igneo Talus \ 314, | | Maag Halan Shrine 198 | 
Î Annotation ' 34 | Cold Resistance Í | Docks 106 i | Side Quest) | 1 | 328 | | Maag No'rah Shrine | 177 
| | Armor | ee | Coliseum Ruins | 8 Dodging | 19} | Frost Pebblit | 314, | | Important Items | 299 | Magnesis 1-28, 
Ee 280 |} Collectibles | 16/ | Dow Na'ch Shrine 128 || | 328 | Inventory (Chapter) _ | 278 {| 3 
}_ | Armorsels 281 | | Combat }_18{ | Dragons 343 | | Frost Talus ‚314, | | Ishto Soh Shrine | 8 zl | Main Quests 10 | 
Í Armor Upgrades 25 | ‚ Combo { 20} | Dueling Peaks Tower 118, , í Í 328 | Item Drops | 14 | Maka Rah Shrine 190 
| Armory 106 | ‚ Commands ui | Region 218 | | Frozen Food | 295 | Ja Baij Shrine | à | | Makeshift Bridges 27 | 
Hnal Arrows | 22, Ri ‚ Compendium 344 | | Dunba Taag Shrine ‚192 8: Í |} Jee Noh Shrine | 150 | Map Annotations 34 
dae \ 292 | | completion Rate 326 | | Durabiliy 285 | | Gambling | 336 | | Jitan Sa'mi Shrine | 27 | | Map Legend 1, | 
©_|Arrowsof Burning Heat | 221 | ) |_31 | | Easter Eggs | 351 | | Game Structure | | \ Joloo Nah Shrine | 166 | | de | 
É (Side Quest) | ‚ Conductors 27, | Effects 280, | Gee Ha'rah Shrine | | Jump Slash | | Maps 16 
er Power 285 | ‚ Controls MRS: | Eldin Tower Region 201, | } Gemstones | | Jumping | | Markers 16 | 
} Attack Up { 280 | Cooked Food {| | 270 | | Gerudo Quest \__62 | { Ka'o Makagh Shrine | |: Master Kohga 67 
Attacking |_20 || Cooking | | Blectrie Chuchu 302 | | Gerudo Sirwal (282) | KaamVatakShrine | 169||MasteroftheWind | 136 
©___| Balloon Flight (Side 22 | Î | | Electric Keese 303 | \ Gerudo Top | 282 | | Kah Mac! Shrinc | || (Shrine Quest) | | 
1 AE | | Gooking Pots |_16, | | Electric Lizalfos | 308 | | Gerudo TowerRegion \ 162 | Kah Okco Shrine | 184 | | Master Sword 103} 
Í Barbarian Armor | 281 | ' 2 | plectric Wizzrobe | Í | Gerudo Veil | 282 | { Kah Yah Shrine | | | Master Sword Beam Up | 280 | 
\__ | Barbarian Helm {281 | | CookingwithKoko | 222| | Elecrricity | |! Gliding |_14 | | Kam Urog Shrine {129 | | Materials | 293 | 
Î Barbarian Leg Wraps | 281 | | Side Quest) Ï } | Elemental Arrows : Glowing Eyeball {310 Í | Katah Chuki Shrine | | | Mazes | 31 
‚__[BareedaNaagShrine | 181) | Corera(Greatain) | Blemental Weapons | | GomaAsaagh Shrine _{ 188 | | Katosa Aug Shrine | 209 | | Medal of Honor Fadi 
\__{Besdary (Chapter) | 300 | | Crash Course | Elements | Gorae Torr Shrine __{ 203 | | Kay Noh Shrine || | Medals [29 | 
Í Bird-Man Research | 339 | Cryonis | Elixirs | + Goron Quest | 86 | | Kaya Wan Shrine | 133 | ‚ Medicinal Molduga £ 252 | 
{en Ian | Enemies | 300 || Gram | 348 | | Kayra Mah Shrine | | | Side Quest) bal 
Black Bokoblin { 306 | | Crystals ï \ Enemy Evolution Í } Gravity } 30 | | Kaysa (Great Fairy) | | Memories | 4, | 
| Black Hinox Ï 316, | | Curry for What Ails You Î Î ' \ Great Fairy Fountains | 15, | Keeha Yoog Shrine | Ì | 98 ï 
oel LOL | Equipment {2}! | 326 || keese | \ Meteo Wizzrobe | 305 Ì 
Black Lizalfos | 308 | } Cursed Bokoblin | ! | É Great Plateau Tower | | | Keh Namut Shrine | | Mezza Lo Shrine { 125 | 
! Black Moblin | 307 | | Cursed Lizalfos í ‚ ‚Equipment Slots Ï 25 | Ï Region Î Kema Kosassa Shrine | Î Ë Mija (Great Fairy) 1327 | 
| Blizrobe | 305 | | Cursed Moblin | 310 | | Extra Hearts | 280 | | Guardian Resist Ï | Kema Zoos Shrine bss) | | Mija Rokee Shrine | 16] 
Blocking | 19 | | Cursed Monsters E Extra Stamina i | } Guardian Scout L | | Ke'nai Shakah Shrine | ' \ Mini-Games 1330 | 
| Blood Moon Í 21 | Daag Chokah Shrinc | Extras (Chapter) Í } ‚ Guardian Scout IL | Keo Ruug Shrine | | i Mini-Map | 12 | 
Blue Bokoblin © 306 \ | Dagah Keek Shrine i | FacetheFrostTalus _< 257} ‚ Guardian Scout IT | etoh Wawai Shrine | | | Mirro Shaz Shrine 1194! 
| Blue Hinox | 316, | | Dah Hesho Shrine | SEON ©____{ | Guardian Scout IV | \Kilton’s Shop | 42 || MisaeSumaShrine | 161 
| | 328 | | pah Kaso Shrine | Fairies |_28 | | Guardian Skywatcher | King's Study | 106! | Miskorthe veeat bande |-220 
} Blue Lizalfos | 308 | Daka Tuss Shrine | Faron Tower Region } 147 | | Koko Cuisine | 222 , (Side Quest) | 
| Blue Moblin | 307 | ‚ Dako Tah Shrine Ì | | Í Ee) í | Missing in Action 250 | 
| Blue-Maned Lynel 1320, | | Damage Calculation | } Farosh } 345 | | Guardian Stalker } Koko’s Kitchen | Side Quest) | | 
| j_ 35 | Dage Koh Shrine | Fast Travel | 1 | | Guardian Turret | | Side Quest) \ Mo'a Keet Shrine 1204] 
Ï | Bokoblin B ' | Dago Chi Chisay Shrine i Fierce Deity Boots 1 282 | } Guardians i | 3071 
ien Ee End ene Red RAe | 


; Moblin Mask ‚281, \ Ridgeland Tower Region 
ï Mogg Latan Shrine | 179 | É 
| Molduga 318, | | Riding (Horse) 
| | 328 | | Rin Ovaa Shrine 
} Monster Parts jd ‚ Riraag Zumo Shrine 
} Monster Shop | 342 | | Rito Quest 
| Monsters | \ Riverbed Reward 
| Monya Toma Shrine | 194 | | Side Quest) 
| Motion Controls | 30 | | Roasted Food 
| Movement | 3 | Robbie's Research 
| Movement Speed Up | 280 | | (Side Quest) 
| Moves Overview 1 | Rock Octorok 


{ Mozo Shenno Shrine 
| Muwo Jeem Shrine 

| My Hero (Side Quest) 
| Myahm Agana Shrine 
; Namika Oz Shrine 

| Navigation 

{ Naydra 

e'ez Yohma Shrine 
ight Speed Up 

Noise Indicator 

} Noya Neha Shrine 

Í Observation Room 

| Obstacle Course 

| Octorok 

| Old Man 

| Old Shirt 

| Oman Au Shrine 

| One-Handed Weapons 
| On-Screen Display 

| Opal Earrings 

Í Orbs 

| Ore 

Í Ore Deposits 

Î Ourposts 

Owa Daim Shrine 

‚ Paraglider 

Í Paraglider Course 

} Pedestals 

| Perfect Dodge 


| Perfect Guard 


Physics 

| Pins 

| Plants 

| Playtime with Cortla 
! (Side Quest) 

| Points of Interactivity 
} Points of Interest 

| Primer (Chapter) 

ĳ Princess Zelda's Room 
} Princess Zelda's Study 
Î Prologue 

Í Pumaag Nitae Shrine 

| Puzzles 

| Qaza Tokki Shrine 

| Qua Raym Shrine 

| Quick Shot (Bows) 

| Qukah Nata Shrine 

| Radiant Mask 

| Radiant Shirt 

| Radiant Tights 

} Rain 

} Raqa Zunzo Shrine 
‚Reach Zora's Domain 

| Recipes 

\ Recital At Warbler's Nest 
(Shrine Quest) 

| Ree Dahee Shrine 

} Registering (Horse) 

| Remote Bomb 


| Resources 
} Respawn 


| Restoring the Blue 
\ Flame 

| Riddles 
\ Riddles of Hyrule 
| (Side Quest) 


| 187 Í | Rok Uwog Shrine 


| { Rona Kachta Shrine 
|F Rota Ooh Shrine 

‚ Route Planning 

- Rubber Armor 

| ‚ Rubber Helm 
Rubber Tights 

{ Ruby Cirdlet 

‚ _ Rucco Maag Shrine 
12; « Rune Upgrades 
170 { ‚ Runes 


: Rupees 


338 | | Rushroom Rush! 


! 304 | 


\ (Side Quest) 

38 | | Saas Ko'sah Shrine 
280 | Í Sah Dahaj Shrine 

39 | | Sanctum 
286 | Í Sand Boots 

12 | | Sand Travel 
280 | | Sand-Seal Racing 

31 | | Sapphire Circlet 

\ ‚ Sasa Kai Shrine 

| Saving 
} Screenshot Annotations 
Í \ Second Gatehouse 
‚ ‚ Secret of the Cedars 
(Shrine Quest) 
} Secret of the Snowy 
| Peaks (Shrine Quest) 
Secrets 
} Seek Out Impa 
‚ Selfies 
Í Sentry 
| | Sha Gehma Shrine 
| Sha Warvo Shrine 
| Shada Naw Shrine 
| / Shae Katha Shrine 
| | Shae Loya Shrine 

\ Shae Mo’sah Shrine 
‚ Shai Utoh Shrine 
Shai Yota Shrine 
Shee Vaneer Shrine 
Shee Venath Shrine 
Sheem Dagoze Shrine 
Sheh Rata Shrine 
Sheikah Sensor 


| 291 | | Sheik's Mask 


139 | Ô } Shields 

28á | | Shield- -Surfing 
28 | | Sho Dantu Shrine 
28á | | Shock Resistance 

26 | | Shoda Sah Shrine 

| | Shooting Star 

: ‚Shops 

24 Ì Shoga Tatone Shrine 


88 ‚Shora Hah Shrine 


\ Shortcuts 
121 Shrine Directory 
1 Í ne Map 
28, | | Shrine Quests 
40 Î Î Shrines 
22 || | 
21 IN Shrines (Chapter) 
340 | * Shrouded Shrined 
| Shrine Quest) 
31 || Í / Side Quest (Chapter) 
265 || Side Quests 


14, | 
266 | 


17 
191 


‚ Sign of the Shadow 
| (Shrine Quese) 
Silver Bokoblin 

ver Lizalfos 


213 £ £ Silver Lvnel 
76 Í 
239 | | Silver Moblin 


| | Skipping Cutscenes 
295 | | Slated for Upgrades 


229 | | (Side Quest) 
| Sneakstrike 
304 || Snow Boots 
189 | | | Snow Octorok 
196 | | \ Snow Travel 
168 | | Snowball Bowling 
ál | Snowquill Headdress 
| Snowquill Trousers 
Snowquill Tunic 
E Ei £ Soh Kofi Shrine 
5 Soldier's Armor 
Soldier's Greaves 
} Soldiers Helm 
Spears 
Special Delivery 


(Side Quest) 
Spin Attack 
Sprinting 
208 | | Stables 
107 | | Stal Lure 


280 | | Stal Monsters 


280 | | Stalhorse: Pictured! 
335 | ‚ (Side Quest) 

281 | | stalizalfos 

167 || | | Stalkoblin 


} ‚ Stamina Restoration 
Ï \ Stamina Vessels 
153 | | Stamina Wheel 


} | Stamps 
348 | | Stasis 
ol 
‚Stealth 


3u | | Stealth Chest Guard 
188 / | Stealth Mask 
182 | | Stealth Tights 


187 | | Stealth Up 
145 | | Stone Pebblit 
177 | | 

205 | | stone Tälus 


a | 


Stone Talus (Luminous) 


Stone Talus (Rare) 


290 | | te Quest) 
335 | | Sub-Bosses 


164 | Suma Sahma Shrine 
280 Í | Sunken Treasure 
1 | (Side Quest) 
348 } « Sunshroom Sensing 
16 dl | (Side Quest) 
Í ‚ Super Gut Check 


\ Challenge 


Swim Dash Stamina Up 
Swim Speed Up 

Swim Up Waterfalls 
Swimming 

Switch Controls 

|| Ta'loh Naeg Shrine 

12 | | Tabantha Tower Region 
195 | 


| | Tah Muhl Shrine 
2á | Í Tahno O'ah Shrine 
ij | | Take Back the Sea 
ee ORE 


ES 


í | ‘Tawa Jinn Shrine 
Teleportation 
Temperature 


307 | | Tena Ko'sah Shrine 


284 ‚(Shrine Quest) 
Ì 


132 || ‚ The Crowned Beast 
84 Ï (Shrine Quest) 


28 | | The Cursed Statue 


Ì 


308 | | The Hero’s Cache 
306 | } Side Quest) 
307 | | The Hero's Sword 


316, | £ The Horseback 
‚ + Hoodlums (Side Quest) 
|| The Isolated Plateau 
\ The Jewel Trade (Side 
\ } Quest) 
| | The Korok Trials 
| { Side Quest) 
| {The Lost Pilgrimage 
18 | | (Shrine Quest) 
28á | The Mystery Polluter 
28á || (Side Quest) 
284 | | The Perfect Drink 
280 | | (Shrine Quest) 
f 
314, | { The Priceless Maracas 


3lá, 1 | The Road to Respect 
328; | (Side Qucst) 


328 || | (Side Quest) 


(Side Quest) 


Í | (Side Quest) 


|| ‚ The Search for Barta 
‚ (Side Quest) 


| (Side Quest) 


| The Serpent’s Jaws 
(Shrine Quest) 


The Seven Heroines 
(Shrine Quest) 


The Sheep Rustlers 
(Side Quest) 
(Shrine Quest) 


280. ‘ Quest) 


£ (Side Quest) 


The Spring of Power 
Hi (Shrine Quest) 


i | | (Shrine Quest) 


| | The Statuc’s Bargain 
1 (Side Quest) 


The Stolen Heirloom 
(Shrine Quest) 


11 il | Tera (Great Fairy) 
229 | | Test of Will 
| | (Shrine Quest) 

18 | | The Ancient Rito Song 
280 | | Shrine Quest) 
304 | The Apple of My Eye 
280 | | Side Quest) 
337 Í The Bird in the Mountain 
284 | | (Shrine Quest) 
284 | ‚The Ceremonial Song 


‚ | The Eighth Heroine 
280 | || (Side Quest) 
ál | The Forgotten Sword 
| Side Quest) 
ed Emme Giant of Ralis Pond 
322 | | (Side Quest) 
259 | The Gut Check Challenge 
‚ (Shrine Quest) 


Í The Royal Guard's Gear 


The Royal White Stallion 


} The Secret Club's Secret 


The Silent Swordswomen 
£ The Skull's Eye (Shrine 


280 | | | The Spark of Romance 


f The Spring of Wisdom 


| 
| 
| 
| 
| 
| 
| 
| 
| 
| 
| 
| 
| 


| 
| 


Ì 
Í 
Í 
Í 
Ô 
H 
Î 
Î 


34, || 


| 166 ĳ | The Two Rings (Shrine 


The Test of Wood 


328; ien Quest) 


142 | || The Test of Wood 


14 i — Revisited 
12, | | The Three Giant 
26 { * Brothers (Shrine Quest) 


185 || | The Thunder Helm 
| 327 í | «(Side Quest) 


Í Í Quest) 
ji 
181 || The Undefeated Champ 
| í (Shrine Quest) 
256 | | The Weapon Connoisseur 
|! (Side Quest) 
187 | | Tho Kayu Shrine 
|} Throw Distance 
137 í | Throwing Weapons 
Ï ij Thunder Helm 
125 í | Thunder Magnet 
8 (Side Quest) 
129 {| ‚ Thunder Wizzrobe 


ik: 
\__Thunderblight Ganon 
| 


158 | | Thunderstorms 
í Î Time 
252 | | To Quomo Shrine 
| ‚ Toh Yahsa Shrine 
252 | | Tools of the Trade 
| (Side Quest) 
238 | Topaz Farrings 


| 

| 

| | Toto Sah Shrine 
203 | | Towers 

i 

Ï 

ï 


38 | 5: (Shrine Quest) 


273 |; Trial ofthe Labvrinth 
| (Shrine Quest) 


263 | | Trial of Thunder 
Í | (Shrine Quest) 


196 Í 


rial on the Cliff 
Kk (Shrine Quest) 

253 | | Trousers of the Hero 
HI t Trousers of the Sky 

161 | | Trousers of the Wild 


1 Trousers of the Wind 
220 | | Trousers of Time 

if ‚ Trousers of Twilight 
272 | | Tu Ka'loh Shrine 

if | Tunic of the Hero 
268 } | | Tunic of the Sky 

IE } Tunic of the Wild 
269 | | Pranic ofthe Wind 

| | Tunic of Time 
253 | Hi Tunic of Twilight 

| Tutsuwa Nima Shrine 
251} ke Two-Handed Weapons 

} Under a Red Moon 
1á5 | Night (Shrine Quest) 

ree 


Ewägo Karta Shrine 
/alkthrough (Chapter) 


} Wanted: Good-Sized 
: Horse (Side Quest) 


£ Warm Doublet 
| { Warping 


| Water Octorok 
‚ Waterblight Ganon 
Weapon Categories 


Wasteland Tower Region 


| Weapon Throw 


| } Weapons 
338 | | Weather 
Ï | Weather Display 
12} | Well-Worn Trousers 
{_ What's for Dinner? (Side 
253 | Quest) 
{ | White-Maned Lynel 
178 || 
{| Wii U Controls 
156} | Wild Horses (Side 
| | Quest) 
226, | | Wind Gusts 
227 | | windblight Ganon 
159 | | Wigrobe 
285 | | Woodland Tower Region 
zij | 
299 | Ya Naga Shrine 


} | Yah Rin Shrine 
| | Yiga Blademaster 

5 | | Yiga Clan Hideout 

zál | Yiga Clan Members 

26 | | Yiga Footsoldier 
12 | | Zalta Wa Shrine 

189 | { Ze Kasho Shrine 

175 | Zora Armor 

‚ Zora Greaves 

Zora Helm 

Zora Quest 

| } Zora Stone Monuments 

r (Side Quest) 


| Juna Kai Shrine _ 
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Creating a guide for Breath of the Wild has been a joy from start to finish. It's a truc masterpiece that builds upon and exceeds 
the countless accomplishments of its celebrated lineage. We have spared no expense in producing a book that does justice 

to this modern classic. Our team of professional gamers has spent month after month plaving on-site at Nintendo to prepare 
the all-encompassing insider knowledge that vou will find contained in these pages. We've got everything covered — puzzles, 
secrets, strategies — with all the maps, artwork, and attention to detail that readers have come to expect from our guides. 


If you're ready to step into Breath of the Wild's vast and varied world, this book will be an indispensable companion. 


The Piggvback Team 
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Annotated maps and screenshots PUZZL 
show you the way through every Every single puzzle and 
riddle unraveled with 
clear, visual solutions. 


|__quest and dungeon. 


RE 


All side quests, all Shrines of Trials and 
all information about collectible items — 


PE EET KAK, 


each mapped out and ready for you to 
discover and complete! Also includes Exhaustive appraisals of 
optional challenges, mini-games, all items and monsters — 
including key parameters 


that are hidden in the game 


Practical, reproducible tactics to 


crush vour enemies, even the 
toughest bosses. 


yy JEL 


INCLUDES A D, FULLY ANNOTATED MAP POSTER COVERING 
THE IMMENSE GAME AREA — THE ULTIMATE NAVIGATIONAL AID! | 


OFTEN IMITATED, NEVER EQUALED! 


DD Exclusive Game Data: The original and only source with a direct line 
to the development team — this guide reveals hidden parameters and 
insights from Breath of the Wild's designers. 


MD Instant Searches: Tired of generic web guides? Find what you need 
now using our navigation systems and detailed map poster. 


@ A Work of Art: Stunning illustrations, official artwork, and a custom 
layout for each page. 
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